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The world of Shadow Man is a place fraught with danger, where enemies 
lurk behind every dark corner, as Deadside threatens to swallow you whole. 
i eveve |= som ORO) VOLUN plel-mlone- Male lmelal \VAVelU a /iky elUlmiar=micrelli gem ele (— 110) 
weapons and life-saving items found in the game as well. However, there are times when 
even the most intrepid explorers need a hand and that’s where this book comes in. 4% 
The Official Shadow Man Strategy Guide will be your most powerful weapon in the game, Bi i 
none. In this book you will find the most pertinent details regarding everything you'll see in the “ 
game: from weapons, items, allies, enemies, and bosses ... right down to Shadow Man himself. This _ 
book will also reveal the locations of each and every one of them, so you'll never worry if you . 
have enough Medipacks. 


Shopping lists aside, you will also discover a comprehensive walk-through of every level in the 
game. Since each level will require repeat visits as you gain powers that let you reach areas previ- 
ously inaccessible to you, we will provide the most logical sequence of level walkthrough, which 
will make it easy to figure out what comes first. 

For example, let’s say you have just reached the Cathedral of Pain level. The first time through, you 
may only be able to do certain things and visit certain places, depending on what Shadow-Level 
you are or how many Dark-Souls you have collected. Later in the game, after you've obtained a 
power thatJets you reach places you couldn’t access before, you may need to return to the 
Cathedral of Pain to "clean up" and search some more. Some areas may require multiple visits 
until you have picked up every last Dark-Soul. Otherwise, you won't be able to advance to i 
next Shadow-Level. 

Levels will be referred to by name for easy reference, and will also list how many Dark-Souls you should 
have and what Shadow-Level you should be at to enter that level. At the end of each level, we'll also 
ime oer summary of what you should have accomplished there. Handy stuff, indeed. 
























At the beginning of each chapter will be a reference map to facile you keep your oToldale] 
along with color-coded icons to let you know what you'll find where and when. This com 
sive guide will also clue you in to the variations between the three different versions of Sar ( 
Man (N64, PlayStation, and PC) which, while slight, are nevertheless significant. : 

As always, the most enjoyable way to play a game is without any assist 
Shadow Man is no exception. However, should you come across a Siitielieral Bintelm e)(e\\(— 
or puzzling, there’s no better place to look for help than this guide. Either way, to ente: 
to acknowledge that you may never see the safety of eoigy pe® This guide is | 
sure you do. So. 








ee 
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oj) CHAPTER ONE. 





“Shadowborn — 
at the confluence of worlds 
fo move between. 
Deadside partly living — 
the Asylum of the Heart 
where the darkness is manifest 
at the edges of reason. 
What sleep is here? 
What dreams there are 
in the unctious coilines 
of the snake’s mortal shuffling. 
Gun in hand, 
Hand the arcine deathblow 
at the End of All-Thines. 
~The horror, 
The horror." 


It’s Voodoo. 
That smell in the air ... that feeling beneath your skin. 
That taste in the back of your mouth ... and the effect it has on the way you view the 
| world ... or worlds. 
In this game, there fo TM Uo Mao) To [Mm MAY(-t-1 (0 (-MuMMo lao Ml PY-YoLelt(ol- Mw Vale MolM I (olile(:] Mm K-) ve) Me] 
lonely man living in the dark underbelly of New Orleans, you will venture to both. 


Liat ool = Tpit] MY olele lorem ola(-tyi-crm folate my (-Vii(eM ale cmeMelccvelin Colm CM me Malre lil e 
itel(-eo Mi iilolm olce) olil-cir4--wVanirele|-Yole lo): MMMM I 1T=) coming of the Apocalypse where 
the dead will walk the Earth. As Shadow Man, you are Nettie’s only weapon 
strong enough to prevent the awaiting destruction. By forcibly implanting the 

Shadowmask into your chest, Nettie imbues you with the power to slip into 
Deadside, the only place where you can you can exist as Shadow Man, an 
uliteda fo A (Tole [oleae fiom irerc-cellel(-Murrete (cel MoLel (Teme MMT] oM CoM CoLTE COM) (<1 
Deadside and venture towards the place where killers spend the rest of their 
days: the Asylum. 
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MIKE. LEROY 


Mike LeRoi is our hero’s real world persona. 
Originally from New Orleans, 32 year old Mike is a 
victim of his own weaknesses. 


Having flunked his courses and spent his remain- 
ate Mexe) {To l-Mitl ile Mola me lil e ‘and gambling, this 
failed English literature student worked as a taxi 
driver in Chicago, keeping his failure a secret 
from his family. That was until one day in 1991 
ats mol atmo) MUL (Mew ole tty-1ale [=] pmo lm-) (Telli (Tol lame | 
gang-style killing leaving $20,000 in the back of 
his taxi. 


YT CM Coke) ial mai rolat-\ mello mccviligut-veMarelil-mm oleh lire 
fol MM ITiiCom ol colial-)am MeL. <oMmusleredabal-{-le(-YeMe)el-lrelicela 
and showering lavish gifts upon his family with his 
TW voltae Mma (felis Meme aicolareliroicciMmiirelele lpm iat) 

fe folate Mor MelaicomUiLCMeliemicele.(-coMiliimelosWit mice) 
New Orleans issuing death threats against him. 





Time (ty ol-Trel (iM iLCMxel (eli Mel i Mell -fo) Co] meme] 
pifoloto Colom ol (tm Come (-Mulliamelcoy(-tea ile mefefellatimiits 
re folileM-Melivole) CMMI CM (old (lo Rmumm ol Um iol au (elem (-11 5 
Alit-meloliveme(-rel(e(-tom(oMerel|Mliminl-limel-lo1me)myreleliire 
fe oii = oh ME jalofoyilire Mela mial-more mm ialCimUiL<Come lace! 
his family were traveling. Mike’s parents and his 
brother were killed, but somehow Mike survived. 


Upon recovering from a coma and near-fatal 
injuries, Mike lost his memory and was drawn into 
bi at= me (-\Wam@la(-Yelatcmllare(-ya" relate Me) VMilal- =e) (oe) Mam al -) 
-y-Tol c=) ol itert-mco] mule melcol(-reiCelamel-llile ice Mell ipy-Me) a) 
TL Com iarejmanlele(-Maliiimis(- me -Lo), Co) mw Ae) anle) ity (e hY-m 
Working under the pseudonym "Zero", the amnesi- 
fo fom "11 Come feq(-toMeolmeMaliinsloli Mico) mis(-M-1o) Col mmilarel iol c=) 
of his true identity. 


eo] Maltelammucoluitem (1ii(- mmo mere Wii meliimeldiire 

b fofelofolom old (-1-(-\-\ Mem yeldrit-ceMlalioMitl- mi -Le) (eo) aM elel a 
bint-muditoMelmal-colammmrel diate mill malcom iil-m ole les 
colo Mee iliolal-remil-tmcuireliiliire mele (-em comico) Corio) luilellollmin-miile ty ae) 
Shadows — a powerful Voodoo artifact — into Mike’s chest to turn him into the 
Shadow Man, the supreme Zombi-warrior-slave now under Nettie’s control. 





By the time of the video game, Nettie has regained tod mm eley (=) e-me litem cel (min 
Bokor’s soul, leaving the Wild at Heart in Mike’s ownership. Mike has regained 
something, too — his ory: which now torments him. As the immortal eee. 2 
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CHARAGEER'S 


Shadow Man under Nettie’s control, he cannot end his suffering simply. Until he 
ferelameyc-ro) Gy (-j4i(- MMe ol-) | Mal-de Cwm (o) Cox-Xo a (oe) ol-\"Mal-JamexelnilsalelalotMmelale Mm nilety mye) aa(- ome 
how seek atonement for his sins. 


PNM om R=) fo) Mol tol (Mint mualellamelcoyrolelolalty me) minltmelolant-mm (oll murlcty(ol sm Cwm ce 
Te] form RAY fo lM altel ame lale iro Co) mlilcolgulouicolam(-veloliaremcom K-e|(olameliro Mal Mullan 
o}atsmme (oll Mol (-m (Tm CoM) do) (ol (-MolaloMlii-lccloumiUiimels\velal-meliloMeolayaialiive mim ai(-cy(o(-m 
Linl-m Col ite Me) Mint- mM lale mm -)’amcoler tt tiale Mol Mm isl-Ma(-Lele\ "Ml -{-lelme)sler-Mo\Ual-lo Ml o\m (oltim ol (-) 
lo} coy int-1am MU) Comme folU iol c- melo) (-Mcom-iiloMmlalvomis(-My-\-lo\’melale(-JalelatoM dale amet 
oT -To fo fj [o (MO) slot Malm Pl-fo loll (Molt ol-Torolaal-mjalololo'i olsmmelamelurerdiacel hm olenuc-lail) 
Tealantolacelm-larelo\i Tomi ism (olefo loom fol (-e-me Cm jalololo\ Mm ifols mm olemillitymicele) @eley iin 
fe Late | — al-Maitesmuroycolicelecm qii(-Tem- la dare am Comet iiiamelimeliulerdlire 

: role y-larel mel melts 
ro [Ey ofet-Yo] Mme alo mati (e) 
foto) nace fe (-\- We) (=) 
ate MY Colt me [Vi fo lel ater) 
vofaveminicelanieticolae 
oll Mel (Mint melilh 
rol al= Mai ave mete limice) e) 
this seemingly 
Hates Vive] eo) (=) 
rN duitele{-felelolam 


THE anna? MAN 


_ The Shadow Man is Mike’s alter ego — the undead 
Walker-between-the-Worlds. 

Abat=weyareloCo Mi (lame) melslol(-lalmiltitscmuy-lc-M-Vigterel miele 

| riors blessed by the gods with supernatural powers to 
_ protect their native tribes emanating from the spiritu- 
fol Molle lat-m dale) fame i-m Pl-lelolj(el- Mem ial-mel(olet- Mu ual=)¢-) 
ela 'Colatcme Ti inrolti m=) Cor=) ol iColamme ol ial- mit) mel (-e 

_ With the advent of slavery, the lineage of the Shadow 
| Men was broken and almost died out. 


In the eighteenth century, the powerful Voodoo priest- 
ess Mama Nettie crafted the Mask of Shadows, enlist- 
ate Mulat=uc-i[ leq Cola mel (Me) mint-my (WM folate Me lolol @K-1) 
Mystéres) to empower the wearer of the Mask to 
access the supernatural might of the Shadow Men of 
the past. From then on, there would be only one 
Jatofelo WM folamism-> iy (-lalet-mel mela mre (-la mila mm elelmial=) 
united powers within the Mask would make him the 
aaltelalit-s-y me ColefefoloMetslolaslol(olsm-\(-mrt-- Im Cm elie mee 
ro] dh lal= Mi al-> 4mm Oz-larellal Ym olo\i-Wsitlm-varel¥ re]: Mcom (-1-) om int-) 
iC) Kor-\-Wo) Mm Pl-Yolol-jie[-Mel mole kA 


At the time of the game, there have been three previ- 
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Cardinaux and Jack Boniface. However, where the previous owners wore the 
Mask on their faces to access its powers, Mike LeRoi, the current Shadow Man, 
mim alcolaieiirel(-m slossiitelimeolmalohilare Mint-muitety @luleltoliicrem ima eo me 
iveh dire Milliimin ih momo h' (<M CoM imeliroMrom i (olaiteoMy (CM UMal(e lime lieM im ole le lt (elm 
the Mask emerges glowing from within his chest turning Mike into the Shadow 
Man — the Immortal Voodoo Warrior, the Walker-between-the-Worlds, Zombi 
Astral, Taker of Souls, Lord -of Deadside ... 


MAMA NETTIE 


Nettie is t powerful Voodoo priestess who cre- 
ated the Mask of Shadows rotate Mial-Je-}ie) c=) controls » 
bint=mel-lelc-) me) mim 

Although Nettie appears to be in her alle pte 
Nettie is in fact centuries fo) fo Mm at-arxel¥ TMS (aa) o) bY 
inhabiting the body of a young woman whom 
unfortunately became involved in Nettie’s 
schemes. Although incredibly powerful, Nettie 
rerolaliloy mice hU-) mom Pl-veloli(o(-Memint-m elite Me) mial-) 
Dead, which is why she nee s her "assistant" 
Jaunty and particularly the Shadow Man - a 
relia te) mate mere la Mel coe eY-TANU-(-1i Mit muoliCocmelire| 
bite lal battles i in Deadside for her. 














































Bit-coM CMe ale) inlay (e(-M com in-Mccieliceariall eM iileli 
exists between Nettie and the Shadow Man. 

ST itefofo Mi Colsmulicyme lam colureluiotel hm an ce) hi-xe ii 
iim (iC mola me Mc-reltitelmeoloti imme lWilate Malt 

AS Tele fo\ / elo \(-) cm comal-lmlaielco(-lmComycyelismal- 
oii Mm coldui Mam lice(-\-\e Mol mint-M ol-tellalaliare me) mial=) 
game it is evident that something has been 
going on in the bedroom above they 
Wild at Heart ... : 


Sit M atoms fo h\olemmcory(o(-Jajmerlelia’co)elalmelace| 
biiceismelefoy (ol mel! Mice] eo) ello Melo la mela(- ma ime twal— 
iilomaleloMint-msCi(ola me) Mminl-mel| elelere|\ sels mlilel 

fore tty -Yo Mi ai-) am cemere|/ MU) eleyaiial-My-) ai (ex-- ire) MUL) 
LeRoi. Since she’s the main reason you’re in this 
mess in the first place, she’ll give you bits of 
advice in between the various stages of your 
quest. She’ll also give you the only two material 
ferel<y-.1j(olatm (ollie) aM oleime lela meliveom cel) lm (elm 
brother Luke’s Teddy Bear. You don’t have to sc 
sire li) Cm (TCS mol-MU CoM ave) mCoMuivel <Mit-) mite (> Mu 
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JAUNTY 


Jaunty is Nettie’s "assistant" in Deadside. 

STOTT AMM iel(-mU (oil mel mem dlelitele)eliate Meli Meferel! |i] 
> ¢olT ila miicol MU -Tiimexelant-))dilel mel Wiamelile MoM ole) (olit-YeMel-Ye]| 
with a Voodoo priestess. , 

Walking back from the pub late one night in his hometown 
of Belfast, Jaunty was passing the University and decided 
to stop to take a small ... erm ... break. Unfortunately for 
Wem Me loll Mol Myitle(-Tilimelele)oliiile mii iamiil-MeLeret |i mm d{ep 
aTolo)ol-ToMillmeolicomalivrel i arxe(elalilex-o Millia metMeMelelame) Mint-y[i 
experiment. " 

SToltiii am Coltl fo Malek (=m ol-t-limerelilel-luilit-voM CMe li MVCN ALE 
et-Tofol (ola itolo Mi Mile) mol-1-11m Colm UCelavemy (-1i1(- Mm" diem ole) (-M Ce) 
im iced mele Coccm Cm meliemMexelalUiuret-te Millicom (elimi l-1am ce) 
be her eyes and ears in Deadside. The reward: a new body 
fe lito Me Med slo later-m Com li-Meleteliap 

The specifics of the deal could not have been thoroughly 
so) (-To Mol) Mm Colm col llala mele) ol-YoleMliMPl-telelj(e(-Mel-MeMefelinlellilom 
Liteyi Me) MoM y-lsel- MUU iitme My dtl McolmeMal:volo Mmm sICMr-Ye/ Ne) ale| 
ololo MCB iitolme)MeMelciileltic-remelVolimiM-viiit-m litera toilet 

S Tol Mile meM s)cciivmecy (eli mmelileM CMare) mull (ods Me) Me] fighter 
either — hence Mama Nettie’s need for the Shadow Man. 
At the time of the game, Jaunty is in Deadside, awaiting 
it-m lite foCo WM folimelire Mel relcollare MiMi felicelwm Cre]: Seem lil= 

rT alicelalet- mre ial-melalo Me) miit-m Pl-velom 


Jaunty is a funny (as in "peculiar" funny) little demon with 
ro) (vii (ol me Mil-voloMelileMeMJile] <-m- olele lam Volo M CoM iilCMeMetile (iis 
ite Mite loreal melite Melos Muirel cme iM ul-M-lile(-telilile Mires 
foto | P-C al-mol al Movint-ymascellamedilel colon (-im ial] mexela Mol] 4 
between worlds, he provides Shadow Man with a few items 
tol CMa miro h om Colcelolii-liMea(-Mel (vom (Valo MeoMavelite Miceli) 
time to time by saving your progress for you. 


LUKE 


Luke is, or was, Mike’s little brother. It is his Teddy Bear 
that Mike so intensely focuses upon in Liveside. Why? 
Mitel muaros1m el-te)e)(-MelcolllaloMallaiMm Vell i fo Mojito (-) mm -10) me 
we all know, it’s through this Teddy Bear that Mike is 
role) [Mi foMuil-imUlcoM iol t-\-1iilile Modi mel me(-tolinMelileMe(-tere hy 
known as Deadside. 


: 
| 
: 
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eof CHAPTER TYO 
a ~ QUEST [TEMS 


(Useable by Mike Leroi and Shadow Man) 


a BNETTIE’S FILE 


Produced by Private 
Teej ite fol folm larelaicety 
| Deacon and given to 
Shadow Man by Nettie at 
the very beginning of the 
adventure. This file con- 
iCollarminiioldieiicolimintel| 
confirms to Nettie that 
lat=Melels @ elie) elal-toh Mel) 
i(tolemcmel-viareMitiiili(-rem 
Ba ciislisMint=mil (ome liom ek) ceqtlen 
logical profiles of five serial killers that are 
connected to this prophecy, killers that our 
hero will eventually face. Study this file well 
oC Mi marolmodilbame |hU--we Cole olitrole)(-miatiie lcm iaice) 
these killers and their methods, but it also 
holds many clues to the mysteries of the 
rele) olal-oaMeliveMiil=m Coli(elUmoltrz4(-- molt 
encounter in the game. 


THE SHADOW GUN 


Nettie gives this to Mike when he meets her 
for the first time in her Hounfort in the Bayou 
Paradis. This is Mike/Shadow Man’s choice 
folate Marto) m eloltiom(-te] elolsmmeolio Mm Cmallimiret Mave 
different incarnations depending upon his cir- 
cumstances. For Mike the Shadow Gun 

(ole) ol-Tole mol MeMc-relViColm-lilimalolile(e Me mit 
hands of Shadow Man it is a wraith-spitting 
fol-Tohismelalite (1m 





Smm Hendeun 

In Mike’s hands, 
the Shadow Gun 
fof) ol-Jole- Met mom-lailin) 
afolatolo i ismmel els 
one which fires an 
unlimited supply of 
hollow-point bul- 
lets. In this incar- 
arohilolaMim ele CM ii-Melelliismiomj leh Mill-mlice(-ole, 
ole) me lol-t-m <-1-) oMisl-lesmolorolt lire Muda (om Lc 
beats a hasty retreat. 


The Shadow Gun 


In the hands of Shadow Man, Mike’s Handgun 
becomes the fearsome Shadow Gun. When 
fired by Shadow Man the power of the Mask of 
J aYolo loc CMelslelslit-i(-roMisicolele MMM om => 42) (910 [= 
from its barrel as screaming wraiths. Should 
iat-Meyale (ole) Ci! sm ol-MLy-oMCome(-IM- Miia (illite 








blow on an enemy it will die, its flesh torn 
away to leave behind the Life Force Energy 
from its soul. Energy that may be collected to 
replenish Shadow Man’s own Life Force. 

This soul-taking ability is particularly useful in 
dealing with enemies and killers that have 
Dark-Souls since these creatures can only be 
killed by delivering the finishing blow with the 
Shadow Gun to release the Dark-Soul within. 
Collecting Dark-Souls taken from enemies will 
increase Shadow Man’s Shadow Level, and if 
such an enemy is defeated but its soul not 
taken it will regenerate and return the next 
time its respective level is entered. 


LUKE'S TEDDY 
BEAR 


| Given to Mike by Nettie in 

| their first meeting in the 
Bayou Paradis, the Teddy 

| Bear represents the link 

between Mike and his 

Me (-teloM ol co)in(-1m Ae) Cmmolile met) 

| such, by focusing on it, 

| Mike can pass across the 











= veil into Deadside. 
This is ‘first Gea by Mike to travel between the 
Rei eyrelaloM yy celisle)(elireMelivom 'L-xeleli(e(- mo) Melilir as 
ing the Teddy Bear Screen. As our hero visits 
other areas, additional ‘memories’ of those 
eYexohifolatme|c-Melele(-to Mm CoM is(-mm (tole) mm -1-1o] meter (1-1 
salecmoal-voliMiiloi me) mit(-m-lileMe) Min(-melohU—alleli) 
he can instantaneously travel between all of 
the major locations he has visited. 


THE PROPHECY 


Hidden within the Paths 
Bem yaleloloy Miami 

| Deadside Marrow Gates, 
Biicmare) lil meciiiclicme| 
| letter from Maxim St. 

| James (one of the previ- 
| ous Shadow Men). The 
BGIiCMC OMe) micmein 

SS iatled(-toMisl-m celismey 

J ate loLo) Mm lam P-Yeloljle(-melale, 
how he gathered together the most powerful 
rol ato Melslel(-VilmelaiiiolatmelseMaloMil-uimicciminl 
sight of Evil. Also contained within the pack- 
vole [Mol i-Mo M1 -la(-- Mol MlolcolalL<Cmereico Mitel mel-iiell 
the ancient prophecy of the apocalypse. 
sY-YotoMels(omjitlo\ mmiit-Merelce MU) ME Co)MmU TIN EME 
lie many, many secrets — the number of Dark- 
Souls between each Shadow Level, the secret 
abilities of the Voodoo items, and much, much 
aaela=mm isle} Mdm et-xece)tsl- Mele) elels-lalmeot-m joleme le) 
iVigisl-)mlelioMis(-melehcalielcoe 





a ies 


| 

















CHAPTER TWO 
Gad Toucher | 

The first of the Gad, locat- 
ed in the Temple of Fire 
allows Shadow Man to 

Colt loli Mi (-a'me)e)(-eiMelite, 

el afelgusmer-acelliMilc-me-llehi-ye| 
actions, such as hanging 
oD Come)! taliile M(-tele(-m 


L’ECLIPSER 


Lim Mt mreimeyieliliicecolamelaiicoley minim at 
adventure, one so powerful that when St. 
James hid it within the Paths of Shadow he 
Joli Mim iicemitlc-\-m ele lah 





1. La Lune (the wooden hilt — the 
Tratel(-M Coldumeotiigts(-Mint-muiceleli) Mes 
Shadow Level 3 






Gad Marcher 

mi ifelcesl-lamel| (elim yilelele\ mi lols me) 
lel] Mell Mile) Merelel-Melsemiic-m 
This is located at the top of the 
tower at the center of the 
Temple of Prophecy. 


- 2. Le Soleil (the pommel — the male 
form of the golden sun) — Shadow 
Level 5 





3. La Lame (the ivory blade 
which unites all three pieces) — 


Lc Tole [ele l— 
Shadow Level 7 


This final marking 
gives Shadow Man 
the ability to sub- 
merge in lakes of 

oli daliate Mice leliet-melice, 
walk through sheets 
fo) MB iLK- Ma LC [olere | (-Te| 
within the Temple of 
=} foloto Mem iil milive| mCzele| 
Temple. 


Combined the L’Eclipser is a 
Lila=) WAodceliCcremelel'le)(-malelite(-ve| 

fo fo fofo ll Muitele(- Meo) MUelolo Mae le) [e| 
and ivory. It is used to make ‘a 
SyatefoCo\ WM follMUleYoys Miat-m relate bmelale| 
must be recovered for Nettie by 
Shadow Man so that he may 
use his powers and become the 
late lo fo) WM Cola m iam isc (e(-™ 











THE POIGNE 


These are special 
wristlets that once 
rere) |(=Te3 (-To Me] | fo) 117 
Shadow Man to 
climb the Bloodfalls 
in Deadside. They 

fo {i feofeto i (To Malle limtle) 
above the exit of the 
aelistMo) me Jireleloy Mm lilelm(-YeloCMliloMil-MilemCrele| 
Temple - the Temple of Fire. 


LIVESIDE WEAPONS 
~ QUE S t k 3 | ¥ : {TE VI S (Useable by Mike or Shadow Man in Liveside Only) 


itm Co) Cod Zale Ma -Lo] ole) al-Mel¢-Me) el-1eele)(-Me)il Wala 
(Useable by Shadow Man Only) Liveside by Mike or Shadow Man - they can- 
To) Mi ol-MUEY-Yo [am Pl-Yelolyrel-Mylslex-Mlal-\ mel (-Mi-ve] | 


TH E G AND) world, physical items. 


These are special markings (Voodoo tattoos), 
which only appear on Shadow Man. The Gad, 
of which there are three types, give him pro- 
tection against fire in all of its forms which 
will all allow access to previously inaccessi- 
ble areas. The gads are awarded on comple- — 
tion of specific trials within the Gad Temples. 


BOOK OF SHADOWS 


NG olole) ej melola@ 
livelste (elite Mm folarei celts 
secrets, a reward for 
iiatext-m i islom ela @alelce| 
Komieliilimiat= 
Prophecy... 





SHOTGUN 


The Shotgun is 
a powerful 
secondary 
weapon for 
Mike, and 
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there are two of them to be found during the 
adventure - one beyond the Hounfort in Bayou 
Paradis, the other hidden in the mortuary of 
Gardelle County Jail in Texas. The Shotgun, 
unlike the Desert Eagle, is limited in ammuni- 
Sites MCs) od (Tal iatsxe Moy Acexed i Credi Lure MY] omvared celta) 
ammunition pickups. 





5 Mp-999 


Another sec- 

| ondary weapon, 
| the MP-909 sub- 

| machine gun — 
Mereletmcele)(e Mice 

| power to Mike’s 
arsenal. As with 
the shotgun, the 
MP-909 is limited 
in ammunition, 
and so Mike must collect 9mm ammunition 
clips. The MP-909 can be found within the 
Gardelle County Jail also, located the wrong 
side of Milton T Pike... 





10.9-SMG 


Miicmilicomel 

NV iiceiecmelefellilelam 
re | x-Terelalelel ay 
weapons is the 
all-powerful 0.9- 
SMG which, like 
the MP-909, requires the collection of 9mm 
rer iicelimer ll SSMU elce cm om ueliliolinme) 
healthy rate of fire. It too is located in the 
Gardelle County Jail — in the tower in the 
Foxes laaelce mie) <cime) imo) Mille lcorem Onl tr es 


LVESIDE {?EMS 


( (Useable by Mike or Shadow Man in Liveside Only) 











These objects appear in Liveside to solve real- 
world problems. They will only function in the 
Liveside levels so, for instance, it’s impossible 
to use the Flashlight to illuminate areas of 
Deadside. | 










B FLASHLIGHT 


| This is useful for illuminating 
Melelaccutcremcuirmelilemereliti 

| dors throughout Liveside. It 
is located just off the. atrium 
| of the New York tenement — 
| building that is the lair of 
a | Avery Marx. r 












PRISON 
IKEY CARD 


This is a master 
security card 

ro (Vivegat-xe Mitel alin, 
by the dismem- 
oy=vc-teMalelale me) 
rolameliiielaielace| (=) 

§ guard within the 
It will allow access to 








Gardelle County Jail. 
many of the high security areas within the jail 
and is essential to solving this area. 


Voodoo WEAPONS 


(Useable by Shadow Man Only) 


These are ancient ceremonial items gathered 
together by Maxim St. James and hidden 
deep within the Paths of Shadow. Powered by 
Voodoo (which they deplete at rates depen- 
dent on their actions), they can only be used 
by Shadow Man. 
They have two purposes — firstly they may be 
Wey-Ye Met-MU-to| ole) Mem Ime me e-relcimelreliurele (a 
capacity than the Shadow Gun, they are 
weapons of mass destruction. Dealing out the 
ai iTave edo nWmuU Lime m UexexeCecem ofeW-it-TeIal[-To] ole] y 
will totally disintegrate the enemy leaving no 
Life Force behind. (Although they can only 
incapacitate enemies with Dark-Souls - just 
long enough for their soul to be taken using 
the Shadow Gun.) 
Their second (and most important) purpose is 
to cross barriers and solve puzzles within the 
adventure. These purposes are hinted at with- 
in the pages of the Prophecy and > delleliat=ze| 
below since to solve the adventure you must 
master all of these weapons’ uses. 


Beso 


The Asson is the sacred 
Re LiiCcme) Miilcm Velere tere) 
priestess. When used, it 
iTecrm (ovare pcelire (om elULauiire | 
Voodoo skulls, especial- 
ly useful for picking off 
distant enemies and 

Tow Ziare merehuiimemicreleh 

cs fecke limes milcomerere libs 

) - Biiteroliiliitemerelome UES 

This i is s located i The, 1 small temple within the 
pYevelsts(e(-Mm i erjicielale Mele Mmrmiulicreleliciny 
refeverssx7] 0) (-MelileccM Ze] Mccrelelimiilelmcereeliceie 








BATON. 

Dial CM we Mj ilelam-jel-lelg 
late} Milcoc- (elalex-\- Me) | 
bi CexeLedaT=yilare mVolefelefe) 
“at enemies. Even 
when Shadow Man 
itokMaeiamelel me) 
Voodoo power, its 
sharpened tip will 
inflict damage. 

its secondary, more powerful use is that it 
allows you fo teleport. Study the Prophecy 

Sere coc eli litem CoM ial- foie) Mem ome) elite live Mints) 
ves sm lsilomelicele me) minl-M diate male) Ware) aM lil=) 
card, the Baton will teleport you between sim- 
or altars on a level. The Baton is located in 











Ole liilel-) me) Mm Ai eeme | Minl-M-1a mle me) Mm lil-) 
Temple of Life within the Deadside Wasteland. 
To get out of the Chamber of Life requires the 
ee Bile melimelivolm 





| FLAMBEAU 
HiiteMaleliilerqveltmerela 
| be fired as a 

"tel efelaMmeliiarelere ia) 
| it uses up vast 
amounts of 

(efoto lolom ole) =] mire] 

Wl (oe-vomme \'(o) c= Man) ole) 
tantly though, 
when carried 
openly the 
aelitlel-rel me leat mer 
@ flaming torch to illuminate the surrounding 
area, using Voodoo fo fuel its light. 
Reel om ol-mty-lom Comel lai minicolice lim ol-rel(e] | 
barriers of stretched skin (marked with red 
‘tame’ emblem) in the Deadside areas. 

ee eee om mii ellie me yivele(o\ mel Mm ial=) 
entrance fo the first of the Gad Temples - the 
Temple of Fire. St. James has hidden it 
behind a Coffin Gate requiring Shadow Level 
5 to open it. 














ENSEIGNE 


This small shield 

uses Voodoo to 

| Project a fiery 

Mfotete lolomJal (=e) 

fol col Slalom yaleleloy yt] 

Man. If used 

carefully, it can 
prove highly use- 
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ful in Mcliscting enemy attacks. It is located 
near in the Paths of Shadow, where they exit 
Taicom al=m P-Yefety(e(-m'\foly(-\elsle Mmm @) Morell ic. - mei my 
ol Coy (=Xoa(-To Moho MOzo)iiii Mm Clo] (-Meemeli mu iticet| 
c=ToLUlic-r-mejarelele) Mm M=\\(-) MM lemme) el-l1m 


MARTEAU 


sliltcmelaiiioloim cme M'(elele lore) 
oh ekelal-melaiuitiilens 

| which, when used as a 
[=Yo] ole] a Mm ULy-1-Wa \(elele (elem fe] 
| create "shockwaves" at 

| floor level causing fiery 

| tendrils to issue forth from 
| the point of impact and 
Hr) aolVimeolileMiiiiitime (elie 
age on enemies. 
(Especially useful in 
melees, or, when stand- 
Tate Malic imelete\ {me Mel colt] ) 
of enemies — fire the 
Marteau’s bolts over the edge so that they 

r=) qo) (ole (- Mela miat-micele)mel-1(e) 2m 

Aiit= Me) ial-lm ellis elesy- Meo) Mill-M\ilela(-telUM CM lem-yell lire 
the trios of Rada Drums (depicted on the 

WM Kola ccToltit-M fo) o) sl-tea'Morol cob Mialolmeli-miel lice, 
within the Gad Temples. By using the 

Wi KolacstolUMmcom-yolllsloMel| Minlc-\-MelseiuitMmiimelimeli-le Mm 
CY-You (=) me ele) ale \Z-ma"71| Me) ol=1) Bam 
AUit=mUlelaccrolUmCmcolUlatoMmUiisllaminl-my-\ecelale Me) Mm iil-) 
Gad Temples — the Temple of Prophecy 
el-Jallate me Mm Jilelele) im K-\(-) am Oxe)ii(smClel (=m 





















| CALABASH 


| This is a small fe fo} tice) i 
Biieime lice jirelelen 

By felam Cometalelalil—y 

| Voodoo into a tight 
Je) il-1¢-Meimilele mum 
When activated, 
Shadow Man tips the 
gourd over ai floor 
height causing a mas- 
MT [elere||iri-e > de) (om 
lei Me) M (elelelelomele(- a 











Hiit-m Ore l[olelotjimmelicclis(-eMelm ilelele) Ma.) 
Licelaime mM Ore: Clol(-Mrl- el mlsl-m—sliceliler- me Comal) 
bialice mClele mM [-114) 0) (- Mem isl (44) 0) (=e) M-j(elele Mel Kye) 
slot-MeM-\-lerelilelela'Meltigele\\- mm i Meelis Mel- Mil y-le ll (e) 
smash through Vévé protected slabs of stone. 
Study the Prophecy Card that refers to the 
Lovelfolelelismeliemy-1-) @ellim@ cle Misleimol-le] mil) 
CVT Maitela direc Mitel melc-Melimii(-Merelco Mem il: ae 
Calabash will give you access to many secret _ 
areas. . 
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THE ASYLUM OBJECTS: 


(Useable by Mike or Shadow Man) 


WN [Tot alo lallore] Mer i—foii(oJat-me(-TJlelat-om linia mits) 
PND asm come) ol-lcoh(-mismint-mi-te] Mm ivelale Mm iit= 
XMS tame) o) (em ols @lameoleyismellimveolareMelite| 


biat-Mul-dinr-valVola(e Mel ile MMe lM-Ulels MMoxe] iM ol- StL y-lo Ml o) ame 


eleva mii Com lam SAc=syle(-melalemsyalelefe) imi lela iia] 
| BT =Ye fe [j(e(-m 





Me RETRACTOR 
| (X3) 


| There are 3 

| Retractors in the 
| adventure. These 
| are fearsome rib- 
cage-like keys 
that re-open the 

| Schisms within 
" the Cathedral of 
follamelilem(-roloMinicel'(elsmcomint-W) (-\ me (ol Gm I-> Col 
folate Re}alolo}amcol ice) Mint .4ii(-)e-m im fe om a=) 
Schisms that were created by Legion to pro- 
ject Dark-Souls into the killers in the first 
place; it is now Shadow Man’s task to reopen 
the Schisms with the Retractors to hunt down 
those very same killers. 

Meofoto i (-ToMelatoMal-ro lime telco (-To mi diinl la minl-) 

iy igeloj(o) mm @jslolel— Mls min-W-C) 7 let Mom felt i milale| 
a Retractor within the Cageways, one within 








ii the Playrooms and the final one in the 
Undercity. 





VIOLATOR 


| This is a devas- 
| tating, arm- 
saleleiaii-ye. 
Builure 
\ Bifersel fe ltl abate Mi anlti ts 
| tiple-shot, long- 
| range weapon, 
| it fires massive 
& bursts of Asylum- 
fashioned pro- 
jectiles. The only limitation is ammunition — 
Mite} Col volmy Naisstiaiiivelsmerelaigic(e(--Meli-Mel iailii-te 
orelsslanlolelis Am aediciaiiieli\ MmimeceliMmalel(oMelom (om 227 
shots. It is located within one of the experi- 
mentation rooms within the Asylum’s darkest 
corner — the Playrooms. 


ss Aotearoa RSV UN NUR RE 
a Be nee etree eR 















ACCUMULATOR (X5) 


mm These are large, 
| black Asylum 
| power cells, 
| throbbing with 
| some dark power, 
| of which there are 
| five located in the 
| Liveside areas. 

| Ultimately, they 
| must be used 





within the Asylum’ s ; Playrooms to gain access 
to the Violator. 


Wa 
YOURNAL 


sis CMCwial-mellela'are)i 
Jack the Ripper, as 

| seen in the introduc- 
Miie)a'ay-ye lt (-)aler- Mme late! 

| holds vital secrets of 
the Asylum. It is 

| located within Jack’s 
Bick meimin-muo a alicia 
| of the London 

ee = Underground level. 
You could do very well by making a point of 
retrieving this vital object as soon as possible 
aaa oleic (1m (ole miley mm <-y ice led fo) Mam al-lole mie) 
ial-MOzehinl-10ice] Me) Mm cellsmelileme)el-1ameloMin-m yell yan) 
isle} mi (-telel-m comp B 

















Leen ee 






Bavenisacas 
| KEY 


Bilceceen cuitele 
| looking, arm- 
| mounted device 
| that is used as an 
“ all-purpose key 

| within the Asylum 
- to open doors and 
flick switches. It is located within the first 
fo[g-To Mo) Mini-w-Cy Ze lsnmislelm)ilelele) mi iiolamelalere) a 
ers - the Asylum Gateway. 


| PRISMS (X3) 











| Gates in Liveside, 

| jealously guarded by 
| the serial killers that 

| constructed them. To 
| obtain a Prism you 
Batsmice die \iia7 

® Marx, Doctor 





eliceleullel Mel alelel Giil-M d/o) ol mite] melt m-rel 
task, but one which will allow you access to 
the even darker reaches of the Asylum — _ 
beyond the Soul Gates... 


colleatis ye trEMs 


] DARK-SOULS 
(X129) 


(Liveside night or 
Deadside) 

| These form the back- 
ote) aime) miat-meleiY(-)abs 
ture, and it is up to 
Shadow Man to col- 
lect these before 
Legion does. 
oo) | (-Toailate Manleliil el (= 
Dark-Souls increases 
Shadow Man’s 

' Shadow g R-\V7-) Be late Met) 
Seedou Man takes more Dark-Souls he can 
go further into the adventure. 


CADEAUX (X51 2) 


(Everywhere!) 

These are small pots, gift 
offerings to the Loa. One 
lb latolc-te Me) misl-Jaimelg-mxe l(c, 
to increase the strength 
fo} Me Manlelike-e) o) (di Pam Le) 
increase Shadow Man’s 
maximum level of Life 

|e) cex- mm ote)|(-loy mm nt]! ire) i 
bin=vaamelivemiel.<-Mial-yaa ce) 
he Chamber of Life within 
the Temple of Life in the 
ele lott (ol-m'(oty(-\(olale Mmm (om Ut y-Mial-Jen Me) ii) am ial=) 00] 
Lio M ulm Molo Mo)’mellololialeMinl-lime)s melt Me) Mm ial-m ih) 
bei ite le Cote l= fol [-ToM (ii iim dco) olal-ren mere l cel) 
Bisl=i-melc- MoM (o)(o] Meo) m0 PM Ozelel-To lth ai iial lamin: 
adventure. 








LIFE FORCE 
ENERGY 


_ | (Liveside night or 
ie By -te le (6[-)) 

Life Force Energy is 
released whenever 
a creature is killed 
with the Shadow 
CTT aM (elon (ellaremiatel! 
creature does not 
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contain a Dark-Soul), or whenever certain 
ic-Yor=] 0) fofol(-\-ME-Le les Mel ole) i-Melile Mele e¢— Mme lc- 
fo [=S-ige)'(-1o Mm DI -) e) (eq (-lo Mel MeoM elelaile: (ey ile mal 
ieofoyfol MMos iale|(=S-Mi male) Meze)|(-rei(-le Mls Milus ms 


MEDI- 
PACKS 


(Liveside 
day) 

{Oe} | [Fes foe) (1 
in Liveside 
during the 
day, these 
replenish Life 
Force Energy 
too. 


SKULLS 


(Liveside night or 
Deadside) 

Skulls can be found 
Tamaalela\varelc=te rs 
ialcedtfelatelim iat) 
adventure, though 
aaley-) Mel ¢-Mere)airel latte 
within receptacles 
ce lod seo l-m eley(-melale| 
barrels (as with Life 
Force energy, these 
lat={-Lo i Coll el =) 





_ destroyed to release the collectable within). 


Collecting Skulls increases Shadow Man’s 
M fofole foto (-\V(-] MUL y-1o Mi (oll elo) W(-) a lal-M Lolelelele) 
Weapons. 


SHOTGUN 
AMMUNITION 


(Liveside only) 
These small boxes of 
shotgun -ammunition 
aalel:) im ol Mrote) | (-Toq (-To lta) 
order to use the 
Shotgun. Each box 
contains 6 shotgun 
cartridges. With only 
one shotgun, the maximum is 50 cartridges, 
increasing to 99 when two shotguns have 

oT =1-) s More) | (-Yea(-1e B 











oe 
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GOV! 


While not necessarily © 
fo Mo) (os.q0] om oll) me(=yib9 
nitely not an enemy, 
the Govi are 
extremely interesting 
rofate Mian) elelacelmicauisy 
to the game. Govi 

ol e=m'(ofele felemerelalieliat 
Tem Colme(y-lialerere|(=1o laa 
EYolVICMMs] oy ex-Xelalite Mem 
little more than 

SS ivelire(=migi olelen Lc 
ceremonial vessels. 
Miit=timele) ot=telceliter =) 
remains the same to 
both Mike and his 
Deadside counter- 
part, but when 

foe) olcoleCelat-rolm eo)" 
Shadow Man, these 
masses of meat will quiver and emit a relent- 
less, upsetting tone that signifies it contains a 
Dark-Soul. Shooting a Govi in this form with 
at-Mjarereloie iM Til mexoltCt- mom lcci mulelitie)) A 
releasing the Dark-Soul within. Shadow Man 
must then step into the Dark-Soul to collect it. 


VIOLATOR 
AMMUNITION 


(Asylum or Liveside 
diet am Kokoro hitelars 
only) 

In order to func- 
tion, the Violator 
requires 
Mike/Shadow Man 
iKoMete)|(=tey mex-Jarelin 
ammunition car- 
tridges. Each cartridge contains 20-40 violator 
rounds, with a maximum of 999 rounds. 


9MM AMMU- 
NITION 


(Liveside only) — 
This ammunition is 

re {=Je) (=) (te Me)’ eLolit) 
the MP-909 and the 
0.9-SMG weapons, 
rofare Maal¥Kcym ol-Mere)|(-toa(-toMlamelce(-1miicelm-llillci 

WY(-Yel eXelamexe iM el-Mlcy-te Mm te(elimerelaia(elel-Merelaivellity 
20 9mm rounds. With only one 9mm weapon, the 
maximum is 200 rounds, increasing to 400 when 
two 9mm weapons have been collected. 

































YW eo) \ Meee fol) mY ovole (oro my -Yo] elelatme | (-meci-) (mW ire] ty 
Voodoo power. The Baton, however, can still be used 
tomy (elo MeliM-lil-111) MiMi MMe (olele (olen (-t war (ol (mmol c-relilile| 

an obscenely satisfying SPUCK! sound (which, let’s 
% face it, is what life is really all about). 








- baiige Way ' 


] Li My 
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IU) LVESIDE ENEMIES 


Aye ‘GATORS 
y PMB (cxohitic- Me) mint-m RelelCylelare my velit) oP lacti-MureLivice|Meli-rele 
f*. tors go about their business unless provoked. They are 
een i(-)eer-) am lisiielarolMelicomUlimivelceMeolimelsmlaliquio(=1 a5 0)" 

rote Welikediate MeliMminC-luimimiicclimey ele lewis cele (-Tomer-liliate ie) ofe] a) 
WIM mere Mele t-Mei(olt-ucolute(-Moll(-melifote: Cm elu almy-o(-1¢-] \ rele] ail 
roe f-fo MT MaCrolColemec-uiccrolmicoliMminCimelivele (lcm 






— These will generally stick to a specific 
ay 5 4 territory unless alerted by either line-of- 
0 Gm _ Sight or noise to an intruder’s presence. 
‘ » If they do in fact become alerted they will 

rovutqJin) LMmoMs-1-) @ollimeliveMelivotel @uin(-mlaligucets 
er with leaping bite attacks. If seriously dam- 
aged, they will attempt to flee. 





(DEADSIDE ENEMIES 


DEADSIDERS 


A itew Y-volotsie(-VeMeolc-Marlelili(-cyelitelirme)melcellitel ava ol=vo) o)(- Mi tlom ute h'(- Mel (-ro mas 
now spend their afterlives in the endless misery that is Deadside. 
HiiteSacocoli Melissa pmmiilcolerelaelimer-voletire(-Meelluiire m= deldiituifelively 
CTT] o (You M Colm il Me lice (Lola Mmlil-m el-loleti(o(-1e- Melo) ol-lelmel Mm iiCmuiele mile lt) 
Well diare Meteloloh (Ve MeColiT-millmexolas dire Micctiimel ie) ol) merece le Maal [ited inl 
Vee r-Marlolc-M elliie-tit-temelileMe(-terelailefely-lommoluit-mutehi-mCol dm alolicels 
ESTES Col latzxe Moy iat-imurelislicom iil iis( Mem lirel(evoiicolatme)mudalel mune h’aure{—) 
brought them to Deadside in the first place. Whatever their appear- 
ance, however, they are wretched and damned — wailing, huddled 
ive txy-Met-t-) diare Mero] colameolmeMuloli-liola my lim iced m-a-idite| ime [-tfo) (ol 
tion. But be wary: these monsters have been dead for so long that 
iat-\a ime licciislelmcomelcollam (oleim Al(clnelcot-melametsleliter-minl- mela 





DUPPIES 


Dupes are basically Deadsiders that didn’t quite make it in the transition. They’re twisted and 
malevolent beings with keener senses and worse attitudes. 


Bicephalods 
This deformed little sucker doesn’t move fast like the bipedal 
yXeyanle)Mmcleimimaletmelim->. dice manlelelinMcom(-\-1e Mm Ual(eqame|tyomuat-relaly 
ols) dice Mey-1 modi (-t-litla Relate picelite(-melivelen CMele-me(Vii-moltye lt iy g 
Tate Mm UiiMit-malelaiice melmCoxee[(- Mau dali (Meg (eta celalel—mel ive lel ¢ 


include vicious biting. 
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Zombi 


ACol=Tam Coty (cl meliteMuirelcomore\ lait mintelimColeimi-rellrols 
Deadsider, these monstrosities can be found scav- __ 
Vite ttare Mint=m 2L-xofefi(ol-wmlelilelyere] ol Mm Ula) <- an 
py =TeCeltro(-1e-Mm aves \(-\'(-) my 4olaalel(-\-mel(-il me) ii ile Mam || : 
Linl=\"Me) ole) mJatefefo\ WM Cola Ma ial-a "Mle Com colmallial 
They’re relentless killers, but not too bright : 
= outrun them far enough and they'll —__ = 
lose interest in the chase. Zombi’s long- — 
folate {mej iveler ¢Mel(-Molcoltlelaimelalme) MuleleL @ 
ing loogies, while at close-range the 
yhoyanlo) mel c= Wel! Mei (ol i-Mm tint-) aa ule ham el- Move | (=m 
ful! If finished with the Shadowgun, they’ll yield 
a small amount of LifeForce energy. 


ee 





THE sisi ERS OF BLOOD 


The Sisters of Blood are Deadside warriors whose mission is to polo) (Toa Minl-eC To Me lile 1-1 0) 
them confined within the Voodoo temples. They have slept within the temples for. countless 
eral Vig (Mme [UlelcellaremCTol m Gad, the Poigne and all other sorts of Voodoo weapons. The Sisters 
fight with magic and use the owers of levitation to their advantage. 















4 
; 7 >< 
4 
4 ‘ . r 
4 4) . 
| . Matriarch 
Acolyte - The most pow- 
The lowest The next step ' erful level of the 
order of the Sisters, up in the order Sisterhood, 
the Acolytes attack _ of the Sisters. Adepts _ _ Matriarchs attack with 
by a ares of Mo iicole: Ge) ililale it) ol inh Mm (olaremcelile(-me(si(-reqilite, 
magic: lallate ied ¢=stor-lal jae] of-1e| magic assaults. They 
pe oe ~magicks that -. fave no limit to where 
rebound off the walls. they can fly, which 
: i es makes these females 
NOTE: In the N64 version of | 7 : i es fos aaa “i 


the game, there are no 
visual differences between 


the three sisters. Each one faa %, ? 
is as nasty as the next! 

















DEADWING 

Deadwings are just plain mon- | 
strous. Whether picking at the 
fore) g oky-t-meliteMlelaretyere] el-m Vell ialets 
fo} bY Yoo ltl (Mayer (-Tolaliire melo\ timed) 
their ragged membranous wings, 

fol are (-Yo] [lilo Mole mace Colicm\ ole) ol iare] 
fod(o \WAre Li ve(od <a lit-m ol-t) mele \Ulet=) 
for Shadow Man is simple: best 
vo Wel foMlal-tx-Melsli-leme) mel m(-lolimilileme| 
fefeYoLoMulceltare Mm olCoter-mComiiliel- Mel mill me Ute 
don’t get too used to seeing these flying 
terrors high in the sky ... later in the game, at higher 
Shadow Levels, they’Il come swooping down! 








DEADFISH 


If there were ever a reason not to go swimming in Deadside, this 
ML iM tat-m L-velolitiumelc-Mulre(-telViwAolunlelMiliioliioltMminelm ero (-lale [iit 
blood-lakebeds for morsels of rotting flesh. When not swimming 
folofelViminmy-rolcoliMelM ity (-lilelulet- Ma CM (oliuumelmecteliliuol(-roMlet ial mere uel) 
folVlateMeliveloiut-toM Com ilolele Mm Vollt-MelileoM-\U-lmii-meriiiile me miitetj allel (-] mete lie 
Ti MoM -Let CLIN Ao We liilale Minl-m oletttele(-Me)Mulstiityel-teqilale mele [ Iolite] ttm 


ASYLUM JNMATES 
TS 


There are three types of Brutal on patrol ome WAe Ime 


| ' Hookman 
The Hookmen carry two large 
er=olatere) <M (olmel-toliiare m1 in) 
i pesky intruders. Their close- 
Deco lite (me licelel Caul tert t i fo) (2) 
folicolon diate Min-ci-mtel lu micelumeliela 





Guard 


The Guards are consider- | 
rele) Ware (=teleli(-lmiiieli i ii(-)| sn 
brethren and are posted at ~~ 
key points around the «, _ ’ ' 
Asylum. Equipped with — ee fy 
_long-range weaponry, the’. 
Guards have predeter- ~_ 
nallitcrem eLolicel mceltic-t-we late] 
iil iexeyalilalecel | aexere [nace] aaa ps 
intruders. Be careful. 





HAPTER THREE @7 
ee aj > 
Organ Grinder 


Ait-melceCol MCT ilile (Vail. we 

chainsaw-like device to attack if 

relate Mere lig(--Mo Malte (-Malliil ae) ice] snes 

a itstel mel Me MJil(-lemmjireltice molt] . 

folicole: Miceli minl-micolui mei elce fe lg) 
CCT ilitel-Tm Umi ty-myel(oMallii) @e)mial-reli 

‘ iromJal(-iCoMaliuiti-lima im colUmelouitlreli MMi coy 
E him enough damage to destroy the 
alt= fo Mm al-Mimelirole @VollMmuTiiimit-lelemeln 
rushes that will do nasty damage. 











= | SURGEONS | 
sea, Ae. | The Surgeons, however, are much deadlier than 
ot  * ) their hulking counterparts. They scrabble about — 
a _ the Deadside extracting Dark-Souls from cap- 
gw isl . Ree | c-to Clo) mello Micolatye)loliimint-tui mil com ii(-) 
iy MG | - “mutant monstrosities that inhabit the Asylum, 
IG ,~ creating immortal True-Form creatures. Much 
. | | “. more elegant, agile and precise than the 
yr 4 4 Brutal, the Surgeons have decidedly more 
39 | wicked ways of taking "care" of you. Armed with a 
eel \ iil fe lfoto lM ollolo lM limolil-mutelilemmelitemeMut-tel(-jeliiiiile| 
on ‘ _ injection gun in the other, the Surgeons make the 
TAN fol tM fole) Mil (me MileWi-liel-te Mel M@ elelily(-.m 


a 


re a 


Essentially a cowardly guard-dog, this hybrid Asylum experiment will not ev (lp 
foliveled vl il(-tt-e] eo] o] Colo loll-To Mo) meoli voles <-tomm Uuliolaitireli-i\amiui-m Plele tutta) 
feroliMeic-cei(-melVii(-MeMcole. ime iillimimi igimu yi melce hy 
more powerful enemies to deal with ... unless the 
Dogmen are dispatched quickly and quietly. 
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TRUE-FORMS 


The True-Forms are the fruits of the Surgeons’ tinkering.The 
end-result of the mutant/Dark-Soul combinations, the True-  < 
Forms are giant killing machines designed toformthe 
fore) (-Me) m K-Ye](olum-me| oLelero] M7 olifomo liar) mm Coheed Lat) 4 
Asylum they are most definitely your worst night- 
mare. Found in the holding-pens the True Forms 
roM Voli mist-merel i Mmcom-til(-)ml Ghu-ry(e(-melaleicel CMe) ga iat 
Vodice Mm tat-Melcomullre(-metelol-vaiCeltle|smmelile Mm 4i(-1u1)-] \ Mam 
lethal. Pick away at them with whatever weapon | 
you wish, but they must be "finished" with the 
Shadowgun. 








Legion is the ultimate form of evil, from beyond 
py -YoColi(ol- Ma im CM lit-m ole\ i (-larelm X-cel(olamintolmulotme)collelimel| 
lat-me(-veleMeliveme(-Sy (iti i-Mmedc-tolitic-c Mm lalrominlew ol(ol-m drei ia! 
as the Asylum. By luring Shadow Man to the Asylum filled 
with Dark-Souls, Legion will attempt to usher in the 
PV etelore| oss -meolilomoliiile melee imelsm-uremComellmincl mca dire W iim 







le 




















_ Mike will have to contend with this antagonist among t a me, 
byrinthine Victorian sewers that comprise London’s under- 
ol lare Mm Cao lVy ice) olalololommalUCii-lom eletvyele(- iol Melle Milli) Mel i 
MT ole] atm ellos Zo lcoltintommolitom iL Cm Ullmut-c-co Mel mel malcm UIC Comeau ai 
_this twisted megalomaniac. Jack tends to lunge out from 
« dark shadows before darting back in the way he came, so 
lol-merelc-jiUi Li imeliveles (rom Jack will 
counter with a knife with 

_ Mike’s name on it (well, 
not really ... but it souricis® 
fotoTo) be 





DOCTOR VICTOR BAT 
a.k.a. DOCTOR DEATH 
Hannibal Lecter’s got nothing 
on this guy. A certified psy- — 
cho who now has the benefit 
of being immortal, 
atrachian is a highly metic- 
lous killer who uses only a 
nightstick to achieve his mur- 
fo fT fol UE goals. You'll encounter 
lalcmuareliicolomuceliilire mielm cel min 
ial-m (=f ii fomet ate] Mel Mile 11>) 
the level. It’s a head-to-head fight | 
he wants. When it’s time to go 
after this particular killer, it would | 
ol-M ol-S) Mom efous Mm lelllmelelel @ Valor | 
was never one of his stronger 
points. > 





































MARCO CRUZ a.k.a. THE REPO MAN 


iThis auto-impaired psycho makes his home in one of the 
courtyards of the prison. Marco’s weapons include a piston 
Take MoT Me (-Letlatemexo lilt olcole Mia (-Mc-Lol MCtuite lame (ty oC olin) 
cl Crelat-melare MU Mulcer-melare Mol nlm Colm col Mexe)iler-tollui1-11] fies 
©) *Jolgelo lou mimeo Liceyah 


















AVERY MARY auka. THE CANARY KILLER 


PME Cia MiccreL@direiere lime lamelerelirelolat-ve Mm (-1i(-5 
ment his home, Avery Marx was at one time 
roMy-Valo|Oceleltymelateil o)icene)c-\-te(- am Wael (-\Y-1e 

PNT aMa Ma's elCoreliNarejuveten Ma itinie milelia ace) | 

iliccmex=Jiligcemy(ekjal-Cm ile mali me iiccyan) om ceme | om 

_ member Mike. And as if that weren’t 

| enough, Marx makes an annoying habit of 

MBO eleyaiiire melee are mint-m el iceliate Met-liole— 

rele) oy eliate Miceli Mint-Mex-) [live Melm els (elUCm loLeres 

im iColalwmia'siire comelulel mii Lom ols elim 
No one will miss this nutcase when he’s 

fe fo) at- mw -Waual-areler- mm (ol-yoled (-y s'AB (ol mel - 









MILTON T. PIKE, aca. JIM Bowne 


PN os-Yo) jeol-To ls o)'Mexelatje)iceles'Miit-lold(-.-Melalomemanlliivelalmelicciiiice) a) 
Kole (=y (oll Mm VI i}Mm a]. ¢-m eM el) feualoM-> Cuileldiat-m dale matlvere(-mal ty 
ate} a ntl nie mex-iile) (ele ae) Minl-melittelsmmarelUiale mel le Mallty-ii min 
the cellblock, Milton will attempt to keep you at bay with | 
fom Color s\-1(- Mol MVE Melite Me Mit-XeliliVaes'le) ei Melmicelite| i 
re Lk=TaTo Ce (-t-Wum PLU Comal Mareiieicelmel¥icololi iis mellem colle lilal-otm 

Vi TiimeeCel=s-1ula mc) (=)ele)ame||Mme)'{-) mm lal-m elle let- ML Comal My CL) ae 
brethren do. Instead he just takes whatever it is you dish_ | 
out in the arrogant belief that he can outlast you. Time , 
Com iCokol MIL <-meomeoliit-luihMmeliromilite Mm L<-Me ll ol-1-m _" 
Stamina is the key here. 





NOTE ON SERIAL KILLERS: 

While in the role of Mike, the Serial Killers will remain in their "human" guises 
most of the time. But occasionally Mike will catch glimpses of their "true" forms, 
al fol-ToltlMalolatiicot u(t Miceliminc-mc-\o||taicol im PL-LoCeli(o(-MmYolaat-vilant-mlolale Mele(oMmiNU-m Pol G 
Souls were sent across from Deadside, which ended up giving these Serial 
Killers immortality ... Snadow Man’s mission is to defeat these homicidal mani- 
acs, using the Shadowgun to reclaim the Dark-Souls they once stole... 
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Vt 





7 
Me: 








moe PARADIS! 





: 7 : Sy = * gr ogg : 
Tam aly ilidachery sequence 6 yar i look out for during the course of the 
find yourself set knee-deep in the funky. game. In both Asti (o(-Melile Mm PX-te(e (sie (-m 
Wife} (=) ee) Mm lal-mm Rel ¥itice lire) Bayou. This — ~ you'll have to keep a sharp eye for all 


fo I =to BE designed to familiarize you . sig sorts of things beyond just your ene- 
ilamedarete con muro Lae) controls, as wellas — mies. Powerful Voodoo weapons, Govi, 
give yer some ot coming of what to. - Cadeaux, Dark-Souls, Coffin Gates, 7 
: Pe ete. All these strange terms and more — 
will become second nature to you as 
you immerse yourself deeper and 


a gePer into Shadow Man’s world. But 
















Wile) platert foyayiielce matey Am comm iat) 
art t ate) game with ~~ 


in your inventory. It migh 
idea to take a peek at it 














Follow the pooch into ar 
pied by a number of di c 
shacks. Inside you'll see. @bunch of 
fe fofoTo ToT WTB foltmerelli(o Me (=) miceltls 
ey ee atelilelMe] MmolVi molt mero lia mmvoM le lilo) i) 
ar oil with wae ig 3 ii 
ory you in the prop- Continue up the path until you 
& adventure! see a rope that stretches across a size- 
able gap. There is a shack connecte 
- game as your mor- to it that contains two Cade 
like LeRoi. From the : n envy, as you 


ac ght now. I stead , jump 
‘irs tothe cave at the up to the cable and ly yourself 
I find Uat=) he first of many if Aaa pul 


across the ‘gap. <o 


Once across, jump down and opis the... 

” — Cadeaux that awaits you. You should — 
have five of these by now. Ignore the 

fe [To lo Mei fo Masrelliaii-vo Mela Mm a(-m ele) (MeL 
ol-ViF- Mila d(-mel(ollaliiZ-) Alam ilom ele lose 
ground. Venture forth into the smallish 
foto (TU Mam iit- me ole lol me lve] oMiil- Mere le(-ol lp 4 
and jump up to the small, easy-to-miss 
-Tefe [Fai Medal MoliCcleme Milile[-la ale) (o Maye 
rofolaka meoiic-v18) eo) mcoMed|inile Mtl om lity i-\olo f 
shimmy to the left and then pull your- 
self WW) Mal -tofellate Mialcolire lam ial-m oletsye le [-) 
otal ad. bold Tant-lce[-Mlaivome Merelligavelce 























































bore To (Colt Mi com ol-MollivoMilrelllelitelti mil: 
game. For every 100 you collect, — 
PS atelolo\ Mii (oli Mw Mi i-)ge)cer- will ated <=Ye! 
one level if he takes them to the alte 
am iil-m P-elel-yiol-ml fols(-) folate MO] aver) 
sce) ia - o) (ol To Mt] oM (ol! mile) mOxelel-Yolt) eam 
iit-vele Melo) uM lal-M ololinMelive Ml (ele) aio) me Bm 
cave fo your right. Venture into the tun- 
i Biloim(-tolol Miceli Minl-Mere\(-MelileMe| cel) 
bial-Mmall(oM @xolol-Toltp Molt Mm ilale Mm Plol] (=) 
felelol @elile head up the hill. Jump 
across the small fe fofoMel stom (oll ial Mereyait= 
upon a small bridge. When you LS ee 
be jojo) colelosmint-melatele(- maim! collapse™ 
into the water, taking you with it if 
you’re not careful. If you ale fell | 
into the water, fear not; simi la y follow 












church that lies amidst a cacophony 
fo) Mi l( SMe laTo Mave] ¥ialol-wm (oll Mutoh Mie] (MoM [ole] 4 







_ + around the yard before entering the 
. church, although it’s not necessary since 
you'll have ample time for that later. 
Enter the Hounfort and ae up 2 
with your Voodoo priest eG 








- do, no matter how tempting, DO-NOT- 
7 kindly fo this afr They will not take 





tress Nettie, who despite her youthful 
appearance, is really hundreds of 
years old (ick!). This will trigger a cut- 
scene that reveals a good deal of the 
storyline, as told through the eyes of 
Nettie. After the cinema is over, -_ 
will give you the Handgun (which co 
veniently has an unlimited number of 
clips — it pays to be a Voodoo warrior 
sometimes!) and your brother Luke’s 
Teddy Bear, which Mike will later use ~~ 
to transport himself to Deadside. ; 
Now that you have passed this ‘ 





- Should you be foolish enough to take 
_ potshots at the pups, you'll find your- 
oe self in Deadside. No problem, just take 
- Luke’s Bear and transport yourself 

ae back to Liveside, where you’ll have a 
chance to make amends for your anti- 
animal ways. But dogs aside, birds 

: . . and ‘Gators don’t seem to mind being 
small initiation, you'll find yourself shot to pieces, so feel free to target 
back in the church. In front of you lies | these unsuspecting denizens of the 
a Cadeaux, which is ripe for the tak- Bayou when you happen upon them. 
ing. If you look in the room to the right However, should you walk the straight 
of the altar, you'll find a olve(-Melceh (= Polite Malelice) ATi) oh A cel a@elereiive mice) 
Tivo Mmel Merolimelimel ime Miltmule) where the mausoleum is situated in 
granting you access to four more : 
Cadeaux. As the game progresses, the 
presence of each Cadeaux willbe | 
rere] (-Xo MelU Mm (= Me liom (ti because you | 
will eventually condition yourself 19... 
look for these yourself. 

Now that your mini-shopp 
spree is over with, you'll want t 
fete Meltics(e(-Melive| familiarize you 
with your newfound toys. i u ou 


Ws: | 


whic ign wit eere 












xa 


ti 






Be: 





the back of the | graveyard Asiatligg 
you've shot the barre ec: nd snatched ot 
up the remaining Cadeaux, shoot the anything with these i in Live: 
lock off the mausoleum’s door rite) * Jump down and you’ 
head inside. Shoot the barrels inside some ‘Gators to use as s 
and grab any jMeaipecs yo tile} Maio ((- MO] moll Morell] lo simply 

ou shot the dogs idn’t you?). them since they offer no practical ben- 

















need (y | 
You'll see a sign that ys "Danger". efits (Medipacks, etc.). Don’t get too 
Jump down, eV i me lmveley yn as you hit the close, however, since they do bite, and | 





water come up for air, because Mike —_—you wouldn’t really want to get bit by 
nucl | peer He canand a ‘Gator now, would you? This is a 

Ov Tt aot (:) mu ce) me cole) good time to try the sniper mode 

‘o can monitor Mike’s air situa- implemented in the game. Another — 

tion by keeping y your eye on the blue tactic you'll vant Ke) lomo yourse 

circle in the center of his Shadow- with is the s ique, sir 

Meter, which will decrease in propor- _ this will be i 

‘much time he can remain _ vival in the not- . 

Should you drown, you’ll ‘Gators take a Ticking, ‘but keep at: ontel 

seme iim Py-Yolety(o(-Mmelilep yer, you and they’ll eventually explode ina oe 

know what to do, S ___ truly chunky manner! Keep | fellate} past 

li the barrels, which by now you should 

ete liyé-Moteluivolii mel mrelarmelmetefeloMiillite fm 

Uy oMeolal-TofoM (Mem CTolreyoiii(-veM oleate mu ial(en 

you may or may not want to experi- — 

Titel Mei Minltmeloliiimmollim-jalelei(e melt 

fol) (Tol Malwa CTol ole m@ oll metelmiivel (“Mii 

the water, FYI), swim to the shack situ- 

ated in the middle of the swamp. =a, 

-T-lal late Mim (ote Mm Oxele(-tell) @meli lem laty(e (=m 

a Govi, which of course is no good to =p. 

you now. But something that is of use 

-the Shotgun — waits for you to pick (f 

W]e Mm a (-XoloM ololol Mim Uit-li-M Vell mere lial) 

ixelismeliveM eletimin(-Meli-re Mm Uit-1¢-m fell 

snuffed the ‘Gators. Grab any 

Medipacks you might need. A 

Lote lo l-Tolth Moll imelely muit-yi-mell Mint= 

On the other side of this orifice, dogs are congregated. Continue back 































pee, mole le)(-mcomclUIMYolllct-]1Mlleme): around until you locate the broken 
dry land and reemerge where the bridge. Pat yourself on your Voodoo- 
pele Om il-merelo) (fo l-Wa | mYColl ilo h(a ole lol am (ollint(-Meoxelailo)(-1(-TeMiit-Milc) m(-\U- B 
the gun out, you’ll want to holster it It’s time to go Deadside. 






Sy me (oll | Mal-t-le BCom ollli Mm’ colli cy-)| Mole ley quay 
over the cable. After you drop back _ 
down to the ground, shoot the barrels _ 
ue RelcoloM uta t-Tol| ole fol Cwm (oll id Malo) aa an 
eB olticy-l i melolo) MW ial-1¢-m the ope first 
started, only now you'll be ab le Ke) 
access apregemae~ t yeu couldn’t 
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BOOK OF 
SHADOWS 
SHADOW 
LEVEL 10 








a 1a ; : : ith Jaunty, your Deadside 
: . Th) Ame (=0 0) | (- 






ance <a skeleton. 
head on a snake’s | 
body) is a rather 
amiable fellow with 
a brisk Irish ¢ 
OILED Re [exe 


sinto Shadow ‘Matters at hane 
tthe world pang — 
























free to plug as many = 
: ~Degdsiders’ as you wish. Even 1 co) 
don’t need the health benefits they 
‘leave behind, you'll want to keep them 
, See _ from sapping your own LifeForce, so 
Btfer your p a think of it as a preemptive strike. 



















At this point you'll probably notice 
elm olla alolirelelllsmcmilo) a (oltle 
Shadowgun. This also has an unlimi 
siliitemes||oMm oll) melel-\-Malo) mil r-W oft] |(-) pum 
instead, it fires wraith-like projectiles _ 
that-will quickly dispatch lesser foes 
who (in order to obtain the warmth 
needed to heat their =A Ta tel | Wakexe) [e| 
souls) will draw upon your valuable 
LifeForce. Best advice? Tend to these 
er eacyivelyii (=i immediately. Once 
destroyed, they will leave behind a bi 
of LifeForce which Shadow M } 
iCall myerele) oM tle} for 
any life he may have meds in @ 
battle. : Bitte: 


Se 





TIP: By the way, don’t walk over any of 
the fires that burn in Deadside since 
they cause Shadow Man damage. 
Suffer enca fefolutofe [=m a) Deadside 


















the spiraling lair 
ump across. Head 
lh the opening on the other side 






ated will take place as two 

fof e)el-vo| a considerably more 
han the wretched somte * aap 
had Previously encou 












- CHAPTER FOUR _ 
of your strafing abilities and feel Tes 





if you’re feeling 
ever, works best, as you automatically 
remain "locked-on" provided your — 
nemesis remains in sight. Should your 
skills not be quite where they need to 
be and you find yourself on the losing 
end of the battle, you’ll find yourself 
back at the Deadside Gates with 
Jaunty there to inquire about your lack 
of progress. Shake off the embarrass- 
ment and head right back in. Once | 
past the Duppies, continue on until 

lt m itive Minl-MoxoliMmilolm(-roteMm remem fel fe[-) 
switch-like object in the wall. Trigger 
the switch with your action-button a 
Wel Cols Mee Meotele) (“Malo m ULC) ie 
found in the Bayou, stretches itself 
across the courtyard. This will act as a 
convenient shortcut between here and 
Jaunty from now on. No need fo ven- 
Vi c-Me Celcom larelele lime lUcimereluiialec-) past 
the switch and enter the passage to | 
the right. 






NOTE: This rope ‘n switch shortcut — 
exists in the PC version of | 
the game only! 


Down the hall you'll see alevelO 
Coffin Gate that will require you to 


You have now entered the Paths ¢ of 
Shadow. Upon close inspection, you'll 
elite Mintel Mmitt=) gate looks remarkably 





= 


bem ities @elile! ico) | sideways (or forwards) 
up fo it. Strafing, how- 


press the action-button. Watch with ne 
envy as Shadow Man flexes like Amold 













like Shadow Man's Shadow-Meter. But 
enough of that. Continue on until you — 
find a set of cards called "The 
Prophecy". Study it well, it is packed 
iM ALiclmlslicldieleiicoae 

In this room you will need to run 
up the ramp that encircles the room. 
You'll see another Coffin Gate ... but 



















- you won’t be able to open it right now. 
me aticcvoro Mali (elcomiil-miicelimelicete [= 
that spans the room, and shoot the 
Govi container that sits on the other 

_ side. exe) | (-voy mlal-molelscliCim telg Gree) 

- that the Govi releases and watch as 
your Shadow-Meter fills up with a cor- 


responding purple color. 


Congratulations! You’ve reached 


- Shadow-Level One! 













‘with pie 

3 1 This a fire-door 
push-block. ne yourself vo eho) me lite! 
don’t geen Bk 4 nas it right 
























e bei lear a ” = 
screech from down bale. If youso 
choose, scratch the Duppie from ES 2. 
fneager existence and continue onto — 

the point where you'll trigger Shadow 
Man’s first passage through the Paths 
of Shadow into another area of . 
Deadside ... : B 





aaa 
So ration 
FE ie Le ee ee poset 


SIN THIS SECTION, YOU | SHOULD HAVE: ais 
-Met Jaunty, Opened Gates,  —.j, 
Found Paths of Shadow, Opened first | i 
Coffin Gate (level 0) 
-Entered Prophecy Chamber | 
: and collected the Prophecy eS 
3, "Collected first Dark-Soul — Gone up to; $F 
i ae Shadow Level 1 (1 Dark-Soul) — 
amount of purple color on the Gate j: -Opened Shadow Level 1 Coffin Gate 
bee Miileiconst-\-m lal- Myo] nn(-M (-\'/-) Me) j 
Shadow-Power you currently posses 
which is Shadow Level 1.Openthe 





Aye jl? 





INFORMATION — If you’re roaie stuck, you can always 
seek out Nettie or Jaunty for help. They oli Melelity- melt 
because they love you. 
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TEMPLE Us Wl a oc 











Following that, the eatin of stiedig” 
ele Belli Miilvomel room with t o door- : | | 
ways. Being mindful of the ies Duppies that rush you N 
that await your arrival, choose the left the jefe tt Tofel-Mw Ni (-lare(-cel || 
doorway, which will lec fom olUMlilrome| critters, follow the path ini 
















ete fo [t-te Bm (ol Vi re | regan Dem )iiioliiliile me! switelilidialeltetivate the 
whee protruding from Lial-M(oi (=) MDL Codie lle Mere) |(-Yoo mi i(-M Ore le(-Yoll) Mil (om 
with ontaining To) fo (=) uM folefe Le) fol] Mite ole QVelUMiteltl (eM el-Merelileo| = 
a ot consumption. The yellow tioned to actively search for the 
ower the numerous Voodoo- Cadeaux wherever you go, by now, so 






vill find throughout these reminders will become less fre- 
1) ‘be monitored easi- quent). ; 

ty: on the S adow-Meter So the yel- am 
low bar, ma): | 







i 
i*¥ 
a ee 
or 
Z ee 





| tee 
i 


‘ ‘tR: 


lat-reloMelole Gi fom lil-molele] Biv iiiMiit-m e)(ol om 
¢ fo] duitmeoliteM Colefol(-Min(-Merelite) om Ui Mm il- 
Under the water is anottier j jar that — switch next to it. Hit the switch and yet 
contains a Cadeaux. Since he is tech- another cable will activate. A flying 
mically "dead", Shadow Man does not Deadwing will most likely attack you 
meed to concern himself with oxygen as you perform these menial tasks. You 
levels in Deadside. What he Co [oY aT -\-to Mmmete] | —_ if) engage it in combat, but 
fo be concerned with, however, are the the 

a elo Mitel m ole) oll (ohi-Mii(-m olele) Keep 
m mind that constant motion (i.e. stre 
img) works best in awkward situations — 
tke this. The Shadowgun conveniently 
CR imo (-t alo (- mm Yo Med(-olmollimial- 
ee ueMeliloM (ole) Mio) min-milive(-anvel(-vmtli 
Bitola (-tololMromeoliveyin(-lmelc-com 

Sui miiicolilclimelilo Moll m-luit-lce(-M lil reme| 












‘Tot find the next Govi, head to the skin 

= oe near the top right of this area. Be 
r=) tremely aliaelivi me) Mmisl-m PLU o)e)(-Mel viel) a 
ing you in the hut, but once you dis- — 


rex-vaty=to Me) Milli Me elie) at] vous oe 
Dark-Soul. e 
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the Ye fel -¥/ platform on the other side. 
ViEY-T fe lame) ola) late i Comm 

















| rough relate Mm (ele) qe) me jal : 
ith a pou inside (mindful ye 


a: 


ect the Dark-Soul within At 
this Soin you will have collected three 
Dark-Souls, which will power you up to 


: b way i in earlier — now 






‘Souls are required to power 
up to different Shadow-Levels. 
Powerup, but again, do NOT at 
to cross the hot stuff, o 
the way you came and ¢ : 
Col UI =e Lorn Mm ial- mere] e)(-) that spans iat=) 

Move) tl aa're|voMmOrcel-t-Meo\(-lmrelivoMaliam | om ial=) 
Mares lat=mm (oxo) (lave Mel imiclmint- Malem sl-rele[-Te 
| -Jfex-) elate| oletmintolmials(-) au yirete lolly 
Man!" at you. (not to mention their 
vicious bite-attack iatolm ollie Mm colinl-1 
not experience first-hand). 













through to the small room and a 5 
You'll see a Govi on the other sides 





courtyard, eldUire Rexel) aie ate the 
Duppies that await you. Bear | and 





hit the switch (switches are th fora 

reason, you know!). Run arou , shoot | 

si at= Wee] mmexe) | (Loam lal=) Cadeaux, and In the adjacent chamber you'll ilate| a 
it=refo Mtl om iit) tee the right side of — number of platforms. a TUiealomilemelslomalin 
the courtyard. fo fol colt lat-me)lolicolgutwm cere) dire mice) meln) 














ening in the wall. Inside you'll find 

sob. ‘sorts of fun stuff to keep and collect 
| including ro Coy eee Plog ecyolt| Bez L 

me -Yo(o) Ma Mint-Miiteliimccle tim (ol! | mx te 

series of platforms leading into anoth- 
er room. F ow it until the platforms 
: ne to an end. Put your 

°| fay and jump across 

toward the wa | where Shadow Man — 
will (or should) grab the imperceptible 
dge. Shimmy a all the way to the left — 
and jump ba volvo lMmlelalel tale mm -t-1 first 
onto the plaiform, behind fol UB - 


Run up to where the four jars are (oe 0 



















lava. Jump across the sh 

Rumer | oXo)'(- We iit-MlohVeMelile Malia) 

_way. When you come 

‘ clearing, run up the skin- 

_/ leads along the right side. 
rNokolVimirel ii oh mela -\-miit-me cel live 

and the ight. The ahead, turn and look 









ods ond the jars ( 
h the altar in the center _ the direction you came from... Att | 
° om. You “tom now gained end of the path is a tunnel to. you I 
possession of the Asson, your first On the other ren 
Voodoo powered WZ-Ye] ofolaMm-{-Molait-Xo MMM (ite Mel! Morel, 
that this weapon uses Voodoo-power right. To the left is a skin-hut with some - 
lin the eoeorien re) folie late, wh ot, ck ats right is 
your Shado ak Meter, a path that leads to another tunnel, — 
me | which is the direct path to the bei 
of Life. You also might want : c 
the geo) ot- Mol minim ele) iiimie discover fe 
i=) | SalCelel-1smCTo\ Yi mal-Yo] mm int- iam ole ler. 4 
entrance" to the Temple of Life! 













ie 
Continue on and you’ll reemerge into 
the room where you saw the two door- _ 






ways, only this time you'll be in the ~~ 
area you couldn’t previously reach. 7 to 
You'll also see a Coffin Gate you're r n ) 
SSieelule Mm —lileltielimiome) ol-1m-) Ma fola ial) left When you reach the start of the foot- 





of the gate, however, is yet another ol itele (=m [-tefol late M Com ial-M-l11) o)(-Me) mal i-m 
passage. Inside you'll need some Shadow Man will "remember" this 
Se tie Meloy i ole Qromeolllimelimin(-m el(eit ee scene and you will 


bs ci IL ol=lale (=e Mel elo )'(-Mlil-Malelmerele |e 
Keep in mind that these platforms will 
sink upon your landing on them, so 
use them for nothing more than a 
launching point. After rounding up the 
goods, you won’t be able to venture» 
any further. 

ee fo CoM ita t-114) 0) [- me) ma Ni (a fo) head 
a Me (oN ololo) MoM Mere lie Gate and 
drop down into the area where you 
entered the level via the Paths of 
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you'll pay the Temple many more visits 
before long. Cross the bridge that leads 
to the Temple of Life, dodging the 

fe hivele CM lilel| the Deadwings hurl aty you. 

La [=to[o| through the little "maze", 
elite Mitta (elmore) uit-McoMelimeliColamitlin 
fom colli maleliime litem (Vina) ome lol cos-\-mm [ole your 
imme MY folelo(-Tam ellohivolgiaMm cole maalt ty 
tian) oie Cot cot} e MA {-) | Mo [aro By Lo) a4] o] | for : 
Colt Colm ol-Va fol coi i- mm @]ilei-Meolelcel Mi iil-m elle f 
form, first bear left, then ventilate the 
yXoyailol(-S Mm lalla (lanl eMelelcest-me litem it-tole 
Tai comint-mcololimeli mint mace lime leita) oy fe Fi of 
course). After you land, turn 180 
fo [-To (t-te | fol Uialo Meo lalo Moll | my-\-me ll (-Lo[e[-) 
fo} Ma al-mCo ll Mm K-10] ole lei cott-melalelel co] ol iil-) 
(-Yo fe f-Wmxere | (-M(olll mo M CoM lal- ws (=) 
when you reach the gap in the wa 
foo MoM elolora ile Mei coMileme) (elicit) 
behind you (don’t worry, it’s there — and 
if you don’t believe me, use your camera 
fofo) iced wm Come lel¥io](-Meii(-tor Mintel mmm B 











From the comfort of this little alcove © 
you can now jump across to the next 
ledge and repeat the exercise. After 
you've back-jumped off the ledge, __ 
you'll see that there’s another platform 
ColVioxe lM lin) Melero Mele livelc- Mitel molt 
the time being, and turn around until 
you see the passage behind you. 

Head into the passage. Watch for the 
fire-mask on the wall and the spikes 


retracting from the floor. Jump into the — 
Keleliame live) you'll see another platform . 


sequence. You can either jump a 
the platforms (risky), Colmer ile me) 
the ledge (better). Take the ledge 
do a back-jump when you reach A 
Tate MMIUi Gime lcoltiivemelite shoot whatever 





- enemies Voli miolmm Col¥meliloMmint-amara) 


me la\Malsyot- sels 





a 











across to the next hallway, collecting | 
ems along the way. In 
an alcove on the left 
notice it when the 
Zombi comes rushing out to eat you. 
Teach the Zombi a quick lesson and 
peer inside the alcove. Therein lies a 
1 (-{-]eMe! fo) ome latlomelo\aMelsleoMelvelet-miels 
a pack of Zombies that come flying 
out of the woodwork. After you’re done ~ 
blasting these goons to gibbons, shoot 
the large "meat mass" that sits in the 
middle of the room. : - 
Jump into the pit that rem ns. | 30 
rol Ui Me) Mmint= Male) (Mm Uiale=) you iTel ave} and 
CoYo) ai Col mit Melicol Mm UCym eloC)mint-Mellcol mts 


this hallway i 
side. You mig 















another one of those lovely little podi- 
TM alamo) (owe laveyinl-1m (olele leven 
V(=Yololelalm ic) am fell mre) keep lahaxoxe) | (=Yoy mm Balt 
time, it’s the Baton. "This should be 
useful," says ‘Shadow Man. No kidding. 
After you’re done admiring this 

AM {ofelolofom ofo\WI(-1 e-Tohilale Mme lorer-1-t-te] am (ele) 4 
fof colUlave i ial-Mcoleluimelitem collin | my-1-m A=) 
eXefo (Via atMinvelmicry-lrsle)(- mel m-)ilelelo lla 
Meter. Each of these will accept 100 


1 efolo(-Yoll) Molo Rollo Mcc\WelreMm ol IN Iin 
eli Mlitedc-vely-Me) me)it-Mule) com Com Celt] 












press the action-button. You st ould b he 
powered up by one level. Lome: in this room. Walk wr 
sal __use a=) Baton on it. B 


Mm T= Mlilicelaler- Ma comiii=) Torin. 
Remember this trick — it will prove 


useful later. Now that you’re back at 
the start of th 


re-explore the Pa 





ME ISW A pm icie(-mit-mey elie m ololel malelm me Cle) mB 
Ti i0 lo} (-Yo Me lot col-s-mye) ait Mule) mexele| Mm a-)) a dale) mle) Mm felt 
rofolimetea (loli Maite) CMinltcm eli) oMmiicelecelimint-m el-lileli ava (ols 
CoTLU CMT Ualoleidamil com olUmUolli (oli mer (aioe 
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At this point, use Luke’s Teddy Bear to 
go and speak with Nettie. She’ll have 
salo)c-MCom(-\|MolUmelololebmolelmunlixyie)ap 
reli Kon late Mintolmme [Mom loleliiM me MUI melile| 
he’ll have more news for you, as well. 
Liit-lamat-rolemelolo) @iiaicolelelamis(-m Pl-teletyle(-) 
\CToh(-t-Melalo Manto] (-mcolelam (oh mm com lal=) 


lo} dtolol-Mialoj mona Cele) ¢-to Mia OreliilNCTel = 
inveohm’ coll mexel¥i(olala me) el-laMel-Jielc- Mm lUi tile) 
fofo\ a molimint-melatele(-me litem (ol vous mer:) 
jilefo fo Mi Colame roy welam-\(-Xeqia(emeli-.-14) 
ilit=mel ley ilate Me) ol-lamial-Me lolol mm al-Telo 
alcoltlelamelitom (oli i m-11al-100 (-mul-\el me 
folce(-Meiicel¥l(olmolimmal-1c-molUM I Milite mii ve 








Coffin Rises, elitivel of f whi ch can be 
opened by Shadow Man at this point. 
instead, run over to the gigantic tunnel 
leading off into the distance and fol- 
tow if, which will trigger another story- 
evolving cinema. This is what you have 
sa eliilile, for. You are on your way 


to em. 3 


As the einolins ends you'll find yourself 
emerging from the fleshy Paths of 


Shadow tunnel to find it interrupted Ry 4 


@ fearsome brick wall. ini 
sight — the Asylum has been te 

@s way through Deadside (hmm ... | 
wonder if there are more places where 


eee: yy 
i fo | 
viva ae, aa 








ths might have happened ...?). 
bjs oi (-\'(-) Me aot) Mel maleate Mm male) im ce 
Bi foM iil-mel(eMe)/ol-Melilom-lali-l am lal-) 
Asylum. Follow this section through 
us Bia’Mile) meme (“mye lUiCiit-ve Ml oy Mm li=) 
crushers. Very quickly you'll find your- 
Bo) ifole) diate MoMel(oliuimerl iaielcom 
with the Asylum towering above you. 
Phi oR collmelce)oMinicomiivolmete) Cull <-me, 
hellish version of a State Penitentiary, — 
@ quick glance around the spotlight- 
filed area will reveal one of the 
widest, most open spaces you've seen 
thus far. To your left you'll see a sus- 

et ss Wea ae Se 
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nded platform with a Govi sitting on 
but it’s too high to reach right now. 
INitetere (there’s nothing to the right) 
ColV id | S-1-o Mme [ce elite le (We) Mxe) gm 
While it’s not technically a draw- 

elite lel-Ma melel-tMelitelel-MeoMJuirell Mica 
moat... and iemeololulime) (es 

The main problem, however, is that you 
can’t open it. But then again — if you 
were constructing a fortress in Deadside, 








el ¥] fo Mol UIT UC) m-th Y(-W lal Me (ole) me) ol-1 rg 
Anyway... there is a short metal box 
itaiee mxelUColc- Male) (- Mla Mim e)(elalc-YoM com ii(-) 
C3 io) Mi lal-melolelmmeolti moll melels Ma milel(-Meli\ a 
Ualiite Micomeloi ol Mimi mite) a 

atl late Molole) Melos minicomin-Mmiitele| m 
Cold | <1 Me MIU] ot folalile] Mm e)(-ler-me) me) | ol- 
ae lilaliate Mom int (ime lace malelalme) mint= 

mel col elite le [Mmm xe) i(o\ late Mial-m eleiiim ie) 
the left will get you nowhere yet. 


___ Instead, you’ll want to follow the pipe 
to the right. Making sure to avoid get- 
silat Miiate(-to Mey MC MeliciCMe) Mitel t-te! 


spew from the pipe, follow the metal 
foro halo ll @laicomelivevint-lmceloui Millie muslin 
iced Ulite Melfolicoliutmelilomem(litel(oees gun 
i= lolg eo) Me l[-tXor-lalellileMe)iel-u leg amt 

ct] ate | {ml exe lo l-To lt) Qi 0) [olor-to lt ole lel i's 
enough) in the highest reaches of the 
ceiling-bound venting. Careful footing 
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of 
Meme ite Misl-mal¥iel-Mai-tetalelal(ore| me (-tol ce 


is required to get it down. bs “iota 
At this point you might want to use 
Luke’s Teddy ir to warp back k to ms 
Nettie and Jaunt , respectively, as they 
will both have new advice to. offer you. 
Since you’ve ane gg as * 


< ——-* a 










you can use the Teddy Bear at « oy 
time to return yourself right outside the 
drawbridge. If you don’t feel like chat- 
ting, jump to the moving platform and 
take a ride to the other end ofthe — 
Kolo s Mm iat-lc- MAU om Col-lalilere|Mel(olice) gui m 
lie in the lava. Jump the two platforms 
i=Tol om Com iat-me)|el-Mut-lelc-\) Mime lite| vault — 
up to the passage in the wall. On the 
other side of the passage is a tricky 
combination of moving piatiorses and 
fiery page. oan 


eed 





The baiely on the vibes Ganidie 
som exefe(-Tol Vy emuirel cure Mim vols M 1\- am 
effort to attempt the jump. Following | 
that, you’ll want to make your way to 
the other side of the room. To do 
you’ll need to jump from one movin 
e)folice) dum (om ints) other, fof co) om Com lala 
below, navigate the plumes of fi 
__-Spurting out from the pipe, and 
up to the entrance in the wall. Fo! ' 
the tunnel past the slamming doors 





~ direction, th 


his, Sh 









e path splits in citing 
you can see ahead > 
ugh the grill in front of — 
visible through this 

pe able to see a large 
fe c 

The left Sait ie a | To) 


_ Continuing o 










and below thi 
you. In the roc 
grill you sho 
Brutal. 


don’t even bother looking. To the right 


eoM colo Mii mem uitell melo) oMelile ie) 
wretched De idsider waiting for a - 

fo FofoLe Mellel el ule . After you retrieve any 
necessary Some = eral the 









blades for weapons, ian onately 


known in the — ro the alee) quite lal 





A Baton and Shadowgun combi- 
iia while strafing is the best tactic, 
and when you're finished look for the © 
door directly to the left of where Colt me 
came in. Two. more Brutals are enter- 
taining themselves inside. This is the 


‘room you were looking in through the 


grill upstairs. Waste the butchers (even 
ated fe lM ialtom tm oti c=) hare) ol ifolate] Mp More) | (=o) 


___. the goods and head back out, steer- 
if is ‘ing towards the hall on the left. In this 








soom, numerous enemies 
as doors to other rooms. | 





lear out the | ) 
Govi/Dark-Soul and take 














warious pugilists and gather the vari- moment to 
ous ifems you may | need (health, _ contemplate the awful situation ... 
Woodoo power, etc.), cleaning out the Dark-Souls have found 1 

sooms one by one. Inone room you'll _—the wrong hands within tt 

eye Me ‘door with the same Abit=tamatcvoleMmcloley Meollimrol iam aWicya milli 




























a3 





lock/ SiGaism that you my oYoyic-to Molt] MMMEI-) Bolt Mo \Zol(e(-CoM (Ime Mil laltic-) fo [o fos 
pe mi ee col elatele(-Mel Mint-By oli Mey MITC As you make your way up the tunnel, 
. ignore this room for now and you’ll discover that there are many 
ir wn j the hallway. This is sickos ready for your shenanigans. By __ 
is can get tricky since there this point, you should readily adopt 

are so many pat ths you can take. The ilul-mcoleriComolmiicelililemelcol lire] corners, — 

Grst entrance you'll see is an extremely weapons a the ready, poweri ig your . 

jarge door that seems to be locked. Shadowgun up just in case ie sick- . 

You'll notice that it has a glowing © le-happy butcher is waiting around the 

orange-colored light. Keep moving for- corner. Basically, proceed with cau- 

ae . oe tion. At the end of the mini-labyrinth is 
a room with a bunch of items you will 
need. At the "dead-end" of the hallway ¢ ) 
are two entrances setafewfeet af 

fo | ofo\V(- Mr -\V7-8 (-\V(-) Mam Walt x-M AYCoM-Val ive li ver=s 
fof c-mrofoa (Col | MMexeyalal-loy(-te Mm I it-Mielaial-Sy| 
one leads to a deep shaft, while the 
closest one will steer you through 
Solute Celisluiliale Me lolel emul il \ mm come| ce) o) 
directly in front of the grilled window 
CoM ile) Mm ii celemcoleluimm (oliticel ii 

word and you’ll have to tango with a ce Mo} fo lle] Meolil-m Col Mi Mme Melle Mets (Mo) j 

couple more sickle-wielding Brutals. Lilaat-> Mme litemcel (Mm inl-Melal-mlacejm(-te (elm ce) 

a iilel-l mi iilolm mice lime) ole (ote ual eels Mam al) (-1-) Me lcolomm Nic-lm elt m (elite Mmel(elyi 

ike the ones you'll find here, Shadot he barrels for fe fofofo | {So lM lil- We (-Te lem 

eel ml inl emelelol Mel Hiir-mcelelreliys ani end in front of you, if need be. Next, 

quite far, putting much needed/spac fo fol] o} (=m elelol M@eliremceoliCoy Mim lelilit=) ce) 

eu oli elie mollimuar-\iaiell lite im 

sy om Co) (ors iil-Mololon ole\'i-melile Maire) (=) 

your way to the end of the hallway | 

where you can go fo either the left or 

mght. The left is a long, serpentine 

wphall tunnel. Wait for it. For the time 

being continue on, peeping into the 

soom at the very end. A Brutal lurks 

mside bearing arms (a first!). He might 

mot immediately see you, giving you 





to Comolli mel (-01-h e-em Pol ama] ona Sichasd it drops even further. From this 
ROMA colilire MelioMs-licel late Uo) SMe (eho lil cole[-Xoll CM ol-\Cor Mm (eMerelii lela 
teys of wraiths in his direction until he delight!) pick off the Brutal you see — 
a el co) oko) more] yi -1 tumbling out Kefeliiile Melee item ellis saving you a 
after you. If he rushe¢ eke) (Val ite] Mut=rele (eles me DP] ce) ol | . 






bs $° » ge a2. ™ ; ee 


Sy cuarter FOGR Zgcite i * 
Ree 





ial mcoleume liom ol oli) ole lite le) bic ast his. enth Dark-Soul, which means you’ll & ™ 
buddy. After dispensing with both fo) ee) =] oa Coe ow-Level Three now - “ie 
sheads, grab the e ee s! You'll notice that your 
Engineer’s Ker -and every damn | spended lovely trolley, 
lock/mechani: yo ou’ve seen up until complete with | added interior for 
Aaa revee MERCataat ” mers, but leave the car- 
triage alone fornow. © 
Instead, continue following the adja- 
cent corridor, fragging lunatics as you 
_ go. Go right to the end of this corrido! 
fo) m=) me live) | rt Govi is in the room at 





























Soul, and go jefe [or up ial= motel ddtelels 






Eventually you'll come to 


Beware the sniper taking potsh 
oli iilcoltrelamint- me) ola mi lire fe) 
oN CoM elle Mali molimice it this dist ne 

so don't waste your time. You'll be 
close to him soon enough. Equip the — 


7 A 
siat-Me (elem allover qi Mme) ol-1iMinl-melolo] meolice| 


7, | you'll find yourself back at the start of 
the level, right inside the drawbridge. 
. ~ You-can now enter at any time you 
wish. Head back to the trolley and — 
climb inside. Throw'the lever and sit 

_ back ‘comfortably as you are. ushered _ 
: in to the next area. 





: a 

~ Engineer’ Ss Key. and_use it to make 
Shadow Man "flick the switch". 
Toler @rolti mii miir-Murelihive ham celemerela| use 
lat CAVA Co) modint- a colero lite] umm fod Uy that — 
Coke [efoto] s with the glowing orange 
light will become c a large door wit a “ye 
glowing green light. Head inside and 
you'll find yourself in the room where 
that sniper is. A Govi awaits, but so do 
three snipers. Dispatch these scum: 
bags to the lower reaches of Helland | 
get the Govi afterwards. This is na 
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When you arrive, you’ll witness a stun- 
allare Me folislroy muro tyigte|merlelare lain 
rYor-Jal-JaYaelaceMelcounliccredielc-Miale li might | 
just leave you in awe. But this isn’t the 
time for sightseeing since two snipers 
rol CMolUTI WM Ta lite Mcomelcol ie bead on 
you the instant the trolley door opens. 
There are three "entrances" here: one 
straight-ahead, one to the left, one to. 
the right. Take the one to the left for 

i felacsewmelileMmarrel (om lelimoMelaliim cell 
reach the lava-zone. To the right are 
Tol nal-molelic—iim ¢ olelj me Mere [e[-To| Vie 
py -Yofoti(ol-Tap Mu merety-m (oll mal-t-Lo myo] jal) % 
oxo) =) ait] ok-mm Noi coktmiceluimit(-mere le [te 
Govi. Jump across the channel (you 
can do it!) and retrieve the Dark-Soul. 
To the left of where you came in isa _ 
room with some Brutals in it, along 
with some barrels. Go back up to the 
room where you arrived and za the 
door to the right. Here, you will 

role} (Moe fom (-1i me) male sLMe Cro) right, va the 
hallway and activate the movie pro- 
jector you’ll find at the top. Once it 

ci folutwmol(oMilalemmat-velom ololey Melo) ime lilo! 
take the path to the left. Moving to the 
front of the theater will give you a 






ited molsmeoMC-1a ajice lite (-mverc--lam@ al ceia] 
looks like it’s made of stretched skin). 
Perhaps this is a clue of some sorts. — 


version only! 


When you’re finished with the mati 
refoMiulceltie li Mint-mer-ulice|mefefelaliCoh ain) 


fod oS SVT oMU(-\ Wie) Mo MY(-1aMLice lite (= el ce) (-tor 


The projector room exists in the PC oe 
= _ The problem with facing the Serial 


Killers at this point is that despite leav- 








-you’ll emerge into their 


main hail (taking note that some of - Liveside. As such, you will not have use 


— 
te alot . , 

2 od 
= 


_ the hieroglyphics on the walls seem to 


have Jaunty in them). The next room 
Metoliicellalme large pit, across from which 





ISM AW o Mall of-1 em Cole diate Me lire! — 
Dispense with these dummies, as well 
fof Mels "Me leloliilelare| Melele lol (-13 that might 
eke} oM Ul oMicoluMmint-melel(oCot-lilmulel |W re him 
When you've secured the area, look 
around carefully. There are five 
entrances for you to choose from. Two 
oye M-J1int-)mey(e(-Mme lite MelaC-mvicel(elalmelal-relem 
Hiat=M) dil ele) wel olo\'(-M-e leis Melole] more] di - 
CJoloyao Miia Mminl-me(-1rell(-vo Mare (-a ip 
Nettie’s File. These are the portals to 
To fo Me) mial=) Serial Killers you must find 
and destroy. You’ll recall, upon enter- 
Tate Mminleme litem ialelm cel \mul-relco ll MUL <a 
Ce} Coxe late mye h' Meme] (1a) ol\- me) Malcm (-re [oh 
Bear. By now you know this has signifi- 
fore] sex-MmolaleM@im-itic-)\\melel-\ Mm it-1(-mm (] (ore! 
deep breath, you’ve found the 
Cathedral of Pain. 





late Mlat-mOxelint-telcol Mm icelial PY -1e lel} [o[-m 


omains on | 


of your Shadow-Powers and will not be — 





2 


two are Srronfiy emp 


a mi ane 
oat 


The final shadow Gun: i ial was i Wapie but of a com 
-_ posite of several sounds including: "Vulture Screech" 
- "Thunder Clap", "Human Moaning”.and "Baby 

> Crying’, ghee Le others. 


ote] TAI CNIS wm (ol mailelimiclicn-mioimirereco mycelia 
feels the need to let every Coffin Gate know he’s the 
id Ko) co Mo) i oi -Tololj[o [mm ("Aol iter olUm-olami-iiilire Me lele) c 
get uppity, who knows what might happen? 
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CHAPTER FOGR _ Bch. 


tS igh 






ae 


- you’ve eclipsed Deadside with the 
ext-) me lite mci idal-re Mm fo) 
dow-Man = now 


When you go fo the entrance in ; 
yeyel-lmaleli cure corner of the | genelp of the L’ 



















LY fo [vore) Cruz and NV you’re simply 
T. Pike. Marco, « im 


Cathedral of Pe n, you'll be entering this area as S| 
the element of 

‘maniacal disco-era — But more on that rere 
throwback has an itchy trigger-fin er 
that'll slice you up quick if you’ re ro) | 


When finished with Milton, you might 
loli mcom-> ¢el(oli-Mmultwelc-lo fice) melil= me) mm lal 
fleet of feet. Milton, on the olor fiend, Accumulators, plus the MP-909. 

Tot Mint=m (ole) <me) mela M-) Giileldiit-Melale, the Tame lcoreM-w(-lagivela’Amunt-JaMm celec-melelil=) 
rough-n-toughness to match. 








i a aca . hunilliating this pompous reject from 
"Both enemies will use cover to Cigtade "the ‘70s, run‘up to the catwalk sur 
smoke you out, so your best option is to oltielialeMint-Meli-toMeliveMit-teleMlaice) ihe 
use the surrounding environment to your doorway. You’ll pick up the 0.9-SMG, a 
advantage. There are many supplies lib- dandy little weapon that’ll come in 
erally spread out around his compound, Colao M MiMi lit=\-Me) mers ge) mint Mi lnal= 
so one of the best maneuvers you can =a being, you're finished here. Warp back 
pull here is finding the tight ‘storage con- to the Cathedral of Pain. 
tainer to climb upon, and hit them from When olt i c= MeXehityi(-teMelale Mare - mi 
above. If you’ve found the right box to ig CS a lili ai 
stand on, both Serial Killers will have a 
hard time hitting you, ay $e them virtu- — 
al sitting-ducks. a cw 
You may notice their iavdibriogs anc ‘ 
monstrous "True-F forms" showing | 
ialcodtre La) from time t time, after k 
raging them with bullets. This is a 
that you wo : i} 
in their current states . not until — 












we 





bi ie) em Oller (ol) mel) mlal- mt (-\ mm Ozel coi a mint-) 
Prison, there might be things (or people) you can skip 
Pili) SA atom lo Amorols Moll inlinl @e)melimc-velxeli Mie) 
late}(o Meo) sm come M-y-\\(-1¢-1o Malelale ig 
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Once you reach her in the Bayou 

el celel Mm (-\V(-) B Nettie will inform you 
about an item called L’Eclipser, a leg- 
endary Voodoo item comprised of 
lalcct-mey-)efelcoli-melolacMinloimyUi Milla E day 
into night. This is particularly useful to 
you since it effectively turns Liveside 
into Deadside, no matter where you 

fo lc-Mm-tatele)iiate Molelmicclaticolialelicolamialce 
J itefo foi folimelite mute hola Ut giving © 
you the edge you need against those 
sickos you've just been tussling with in 
Liveside. 





Tameoxety-ma'(olU com olalo(-Valale Mm ial-1i-me) 
Ri Colum ete) diate Mico) mu ial-m o)(-Cer- io) ae 
L’Eclipser, go talk to Jaunty at the - 
Wife lige\ MC To h(t fo] ato) iil -9 not-so-subtle 
hints. He’ll tell you that the L’Ecli ser 
lies in the Paths of Shadow. After 
speaking to Jaunty, use the Teddy 
:Y-Yol mn CoMe(-v mol UM icel ie Mm CoM LiL: 
Prophecy Chamber within the Paths of 
Jie fof WAM Zoli Com iilceltlelamint-M Colo Aili 
through the Shadow-Level 2 Coffin | 


Gate you opened earlier into the area 


ereTuiceliatiate Mem olie Mm oli melile Minom R-)1(-) Be} 
Coffin Gates. First open the Coffin _ 
Tori Mel mint-ic) oe) Mill-m o)iAM (ol | find La 
Lune, the hilt of the L’Eclipser inside. © 


Next, open the Coffin Gate in the pit 


itself. The path that stems from the 
gate will lead you down a long sp 
descent. At the bottom you'll find 
doorway that eve Tos Ke) two more 
Gates. Level 4 ar be 
elt Moro lila open these ane right t now. 

















Takyicte Co Mmal-Yelel(-1mcomial-m el(eli-re| 
Talicelaler-MelilemolcoltMinl-merei Vell @ 
Another passage down the Paths of 

Ny ate Co fo\ VM) atit(-s-mre late MY-3 6 eH, ue for the 
next area. 
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The bridge leads you into another | they’re the pes ‘Ss vis Sisters of Blood 
room with multiple entrances. The 1 un- you’ve likely met by now. Trigger the 
nels on the lower level in the water cir- switch that is set in the wall between 
cle around and meet up near a ramp — them and watch as the large stone 
that either a.) heads back to the structure at the other end of the room 
nal room, or b.) or leads to anot rises from the ground. At this point the 
junction where the tunnel splits | _. Sisters will come to life. 
fofeTo lia Mm Comin Maleli me MillcMelitedilelim me i 

CJanreli Mm ekete) Misloj mst yim ome Mm lei (-lace]| mum 
The path to the left, however, leads to » 
yet another forked trail. To the left of — ee 
this is a Level Five Coffin Gate, while : 
the path to the right leads to another. 

fo) Mi lalolt- mycolate (-mmelol(-t-Man (ol) mc -l eo] co] ole E 
io) mColialiitolm i iinme) Macey am Coll dato)! Am ial) 
ones that look like they’re stretched 

over with some kind of human-skin,  —— 
Wiilime Melle Mi-xom Suto Mi mi-milce lel (= of , en? 

each one? Since you can’t open ‘this  Strafe as usual pe Tate My (<1) ged [To] ate) a al 
either, ignore it for the time LoY-Viate Me lie Mmmm oly CuivelUlite mel core) | light they project 
head back to the main room, following at you. You'll fleetingly notice some 
iat-meticetiColmicolail ome) om Com ul-1i another _ Govi set Tae) the wall that can’t be 

J eo}lim-lalicelalex-me live lice To the left you'll reached yet. at-YoloMelele) @icoMm intel (=) 









see another door with red markings, fall-room and systematically mount the 
while to the right is a room with a pool Be ce les) oMinvoim (a= Mintem el-lilait-1(-) me) maT 
and yet another tunnel. The tunnel —s room. Blast open the "door" in the wall 





leads to a small opening where a bearing the same symbol found on the 
Shadow Man can jump to a small fiery fo Colo) mou m-Jalerollaii-i¢-vom-celal(-1a in) 

fo | Kore) '{= Mi lave mate) (elmo Mm Oxele(-To1 0) Gam ia (- samme “ 

foXoto) Mime (-t-)oMeliloMsloC Me Mile] (-M Mile 
wall big enough for Shadow Man t 
swim through. Follow the tunnel until — — 
you emerge into another room. , 
In the center of the two waterfalls i: 
passage that leads to a large sto 
courtyard. You’ll notice two odd c 
tures of femal persuasion, whict 
dormant, even if you shoot them. 


















more Sisters Cin stasis) an 
doorway. —.... 
You'll rg room with votrbetlig' 


spiked Panels in > the alike folate Maalel.c 





Wola late| 's ies ‘By finding the correct 

series of ascending blocks, you should 
to reach the highest one, 

yet another switch which 

cond Stone structure in that 

big courtyard outside. 









The Sisters awaken (of course) and > 
ity moX-Me(-tol/ MUU iM olti me (oli mia an (oa 
pick them off from above since they | 
ite \ (Me int-melo =] mel milleli me dita elt) 
finished eliminating the Sisters, head 
back to the waterfall-room. At this 


point, you must continue up the ramp, 


bef (Tol itale Miat-mfolacel tmedavel|(-Jale (1 (all 
Mil Colmeolc moll mjicel(eliiolaulelco Mmm 
hit the switch, kill the Sisters) until the 
entire stone monolith is fully extended 
aicee i ol-lu(-leqi\’M-y(-) 0) el-tomyialreqit liom 

Keep in mind that there are Govi to be 
found throughout these levels, so keep 
your eyes o 


bolt lolli (oMilalome MCre) mel minlsw elejiceyan 







Tame [ale t-te] fois iatelcolire lilies 


liit= saa Ul iele) ey-vel min increasingly 
greater numbers. , 


OBTAINING THE FIRST 
GAD: TOUCHER 


boli daroy a ial-aM eleia-mere)anle)(-i-e mel | 
iial-mcelolitmelareMmalimel|Mis(-My iio (=. 
when the Aeon is soon into a 


When you get to the top of these steps 
ol Ui |i c-Yor- A -Melatoyint-lmant-lnirela mel im lal) 


. Teddy |=[=To | myer ¢-{-1a Mim @iatolo maleate} Mts 


once. Where the flame once burned 
teh Me CTo\i Mel felare mui ilime Morell | ol(-Me) 
iCole-w (ol Ui |e | tYomt-y-{-WelaM-\/-n J ple] el-fo Ml ole) im 
tal as you emerge into a room with 

go) fouilale mres"ais(-cmelale ma laleliare Mm el-arel tgs 
lums. Timing is the key to get past this 
Ligel om yialer—miit—m ol-arollliviait more lal qareren.¢ 
you into the fire-pits below! But you’re 
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lag ro M' folole Lolo Mm (-1(-1 cela Mo)’Male) amvome[-11 § 


crackin’! 
ead 


The next room has a platform that 
aU) Mm ol-M(Vlag) ol-toM (coli M com c-tololi Min 
other side. The only danger is over- 
(UTia) odiake Mint-mor- iim oCelicoliuime lice ks land- 
== Take Mm mintom ice (ile Mate)mustele lure! down 
Cad j below. The following room looks rela- 

TAYC=) NYA) (an) e)(- m=) Cot-) ey Mm laleiMinl-Mellii-c-11i bs 

Wa oLejac-lanl-xemy-Yedi(e)atMelmii(-melacele (AVI! 
Wp Yo eh 

Govi sit in open "windows" but cannot 
ae 










be reached presently, so keep moving 
rol ma "Colt Mme [-1m ule Ce. (vem Como) (fol iaYi lite Mice) 
line up your jump to them. 


Head through the next two "eyes" and 
you'll come out in an enormous room 
exe Mim Coho Melivemuleliut-lcoltcy plat- 
forms. Jump fo the large platform 
below. You'll see five switches that 
need some activating. This will have to 
be done either clockwise or counter- 
fod Colo) aT Y- Mey ia ret- Mit mvicel(elaimelat-rele, 
ela) oMCMcovomcolmicomc-roleui mm lal-me lolol mal -1(— 
is that with each switch pressed a __ 
rod Yoliameliremattziielmelelioelicer(-miiimConiucis 
iceliaMint-Meor-1i [late eg (ek-{-1 me lale Mos (os\—) ga (eo) 
lat-Mmatelioedicey(-mualel iiic-vemelamiit-micete) a 


eee 





 iatetam cole meCeuiolicome limiter me Lt this 


point, keep in mind that the Sisters 
may make an appearance. The tricky 
eke lam mile li ther is precious little room 
for maneuvering, so make every shot 
forel Ui al mel=icel c= you end up knee-deep in 
the magma. Also beware of sinking 
e)Colicelsuimiireimelacece (-mint-me le] omel-i( 1-14) 
laX-mColce(-mellolicoldur Meta W UL 
fe Moolt] o) (Me) m-t-Tote) ale tm to Me] - ma 'Co]l] mo) le ius 
gies out of the frying pan and into ee 
safety quick. Close to the switch on 
the top-left side of the room is another 
of those firedoors (with the corre- 
sponding symbol) that burn ite) the : 
touch. 








elke ilcmcolme muri -imelite mete 
your efforts to hit all the switches. 

b {ol tia | eo] Xo ol- Mele) (-M(omy-\- me melolelaliiel!] 
tate} mit-<me) ole) -M-\'(-5(-)'(-)mel=iillire me mu cell 
of fire. That, too, is inaccessible for 
now. When you’ve completed this © 

Cy-Ye [U(-Jalex- Me) MeCodiMobiiave M\uZicolal-- em (ele iaL| 
CY-Y-Mlal-Mavel|ced|col(- MiP iN me(=tiex-lale me late) 
merge with the half-circle on the floor, 
Colgiliare me Maroliticol Mmiv limes |cor(-mmy [o\ alo] U) 
saery mela iiicomiat-Merelenl el (-1(-10 Medi cer (-) 
folate MU (elcolsmeorm-jarecolo\miicolimiale(-ke [ol -13 
an interesting "transformation". 
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You'll witness a cutsce ve that shows 
Shadow Man rising int ) the e 






notice he now has tatto markings on 
his arms. He has obtaine ithe Gad 

r, which allows him to touch (with 
his hands) any fiery object (i. e. the fiery 
doors that ene burned | Shadow Man, 





room where you see the wall on fire. 
alc Molt mere lam (litle Mele com iil-e flaming | 
ledge, shimmy to the right and climb b.. 









e. > exploration you'll aT 

vi. Isn’t that « wesome? 

Now go bac and use Luke’ s Teddy 
Bear to visit Nettie. In fact, after just 
about every area you clear is fo Me Lo fol 

__ time to see Nettie, since that hot aging 

_ chick always has something interest- 

ate Mi Comte \'2 


















Now you can go jolelo and pen all 
the fiery doors. (including the one you 
just passed) that you couldn’t touch 
before. Follow the path that leads from 
bate olULYat-Xo ml ololer @i(-lavme lolol aie) (ele) ame lite] 
ei celer-meY(olUley-11 Mico) mlit-malel|meleyd-va) 
Sisters that fly out of the woodwork. 
Your goal here is to reach the paming 
Lele [Mol Mint-mce) ome) Minl-Mceleliimelive 
climb in the doorway, which will lead 
ye CoMelaleyinl-1mmClo\ i me @)iler-Mmioltia-) got 
ten that, head back into the main © 
chamber and cross the platforms. Get 
ent ey-1) mol (-) mm Comm ial- Me) lal-) mye (- Me) Mm lal- 











CLIMBING — Most enemies are merely minor annoy- 
fo Tater-t-wm 101 Mim '(ol) malo l'(- Comer |lii)e Mem -i(eleleiiel| Me) mre) ol-m 
kill everything that moves before doing so! Think of it 
cote i colt] oR it-ico] ol emi molto) (oti mial-melcelll ome) 
PT -Tolo Tale tM daloles qiite Mm coll melo ia male) am (oll 
Vlo} abe mal-x-oMial-1ccole) Mm (el(-) a 
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oy itex- molt in'(-Me) ej fel lit=te| the Gad 
Lol tloial-TarolatoM(ol¥liveMel | Miat-melorer-\-1-J] 0) (=) 
items in the Temple of Fire, you'll want 
to head back ithe moat by the | 










Gateway entrance. When you fi 
came here, if you went to the lef 
of the pipes in the moat, past the 
slamming doors, you would have ~ 
folUT avo Mi (Jam e)| eX-\Miitelm’celt merel¥l(olm ale) 
eke twa Col WM iatohm'colU mare i (-Mmisl(-Mlellloiat-1 
‘cTolo Mm (olUmeorelsmare\melliatlomelcol laleminl-l15 0 
To do this, simply jump and grab the © 
(To fo [-Mo} Mi al-t- me] ok-y(ofeg (Tmo lalo Mj al lanl ia) ae 
ro [col ¥ lato com ial-me) o) elelyii-) side. 





Once you’ve gotten across, work your 
way up the incline. Be wary of the | 
butchers when you enter the room. 
Shoot any Duppies you see since they 
may sap your energy. Here you'll see 
two directions you can take: left or — 
itela mom ialomale lal mmo mC Tei melite some 
Cadeaux. Hopefully, by now, you’ve 


you’ve gotten over 100, if you go t 
b(-Jai)e) (Me) m Ai(-Mm ell | Mm el-Mele)(- i (olny 
Lilisto) lim» diceMile)(olameli ia (ole 


eS 


Orolo (Toll) allo] l mere) | (-lo1 m 












fore) | (=Yoq (to re)'/-] am Ltt Oxe[e(-vol tp @ Once : 


life-bar. You can do this for every 100 | 








You should also be warned that there 
Me Mata Col dusmeol mel icetal-lmWoliilire ice) 
slice you up: enter the Organ Grinder. 
That's right. Free of charge, you can | 
ate) mrorelaic-1aremiiiame) oMcominlc-\-mellit-c-1a) 
atolod Giretyifomeolliveral-le- mm dit-lim elelic-leime) i 
triple-teamed with a sickle-swinger 
folate Mo Mall ol-Taminiialet were lalme [= me Lei 
atelia’acolm elere) amu iL <-m R=) col mm laleli) @xcrele 
Colt c- mre | [cto le\"Mre(-Telol Mm Vay alto \ Mm iat) 

fof o) ol-Yolcolalex- me) Mmint-Meqirellirxe ly muastelal(olony 
me l1iTalic-) \ Malo) me me felelo mje lime ales 
at-y-W olole Mole Cm-felllic-Melllii- mem 11 
more shots to go down. However, since 
ol¥i my ale le fo) Wl K-\V(-) Maveltl (ol ol-My(-Yelell hy 
increasing, your shots will gain more 





: power, too. Back in the room to the left 
mel (-we Mil lan) el-1ae) Mere le(-te Mm Pl-Yelely (e-em 
_ Shoot them if you have to and go for 


iat-mCTo\ a Mialei mel ime Mm (-\W a (-t-) mele) 
bint=)an mm ColvmyaveleiCe Male)" tm el-mb] ola (om R-\V(-) 


_ Four on the ol’ Shadow-Meter. 


it ctaie fol ' ire [=m Comite —te me) Mittmucel |B 


_ you will have to make either a left or 


itelal mmm colemut-rele Mm Comiit-male lime celia 
eventually come to the suspended 
platform that held the Govi you saw 
from the entrance to the Gateway. Yc 
















: can h ethan imp tothe railingand sy the right 
shimmy across (from the bo: 1 Co Co 
the side), or you can jump up and 

walk across the railing, figtitrar ‘styl 
When 7 get a ie 










po h you'll take ‘splits yet t again 
= Aihere: 's alot o pale split ing isn’t 
"pate obvious- — ee 








_ of butchers, but nothing fo gain 
r besides some new friends. To the right 


10 shouldn't be much of a 


yard, so you'll 
of that. — 


as eee 


tok 
in the event that 
ately) courtyar 


ASYLUM GATEWAY — After dying for the 665th time, 
laloime)iiiteliare Mcole(-muUli Mol-mc-)e)(eler-loM eym-)(-Jaale]M-Jan) oy io 
. ness. Now you really know what it’s like to be immor- 
) iColPm 15) mute h(-Mutem (-tolamelic-lm Volume) olcollaMmint-m sale llil-t-) a) 
=F CAR atom) oXodalcolat-XollimU-t-) ollave MJilelll(e Mex-tely-m 








CHAPTER FOUR. =, 
FIRST ENCOUNTERED - SHADOW LEVEL 4- 


~ 


— 
at 
2 





MINIMUM 15 DARK-SOULS _ 





Se begit 


Co TART atet-ma (ol UA(-Merelaale)(-1(-te seve 7 
Tia) Xela cola mcot Cems (eM olele MoM it-Miilelin 
room in the Temple of Fire with the spi- 
raling, spiked walkways. At the 
behind the Firedoor, you'll find « 
4 Coffin Gate, behind which you ll find 
ial=) en 









_The Poigne is especially henge since it 


will allow you to climb any ofthe — 
"Bloodfalls” in the game (you know, © 
iul-meretterolollate Muslolvolelimiven(-lacelits 
il) (i [ote Lo [Mol MC Tole fol Mm iColl mice | ol 
vesting?). There are two more Govi on 
this level that are now accessible. | 
There is one just beyond the chamber © 
where you get " pit,» be oF fo BY-Tor) 












fo} ato Me} fo) e) tk sloodfalls that pour into 
at-meqitelinlel- aa Wii Minl-myodicel lire My el L.<-ce| 
walkways. Once you ute Mi= re] 0} fo [1 al-To 
both Dark-Souls, your _ fe) here is 
now "ae cia : 


ww ana es ee = 


Dre — 





eS =, ‘Went right at top of spiral staircase e 
: _ chamber, found Poigne 
behind Level 4 Coffin ¢ as . 











and obtained both the Poigne 
_ Gad Toucher), you can travel A, Ke) 
a few levels you nerly visited 










_ ra 


1adow and open ye R=) 
meri Gate. After doing t follc 
he Paths to the next area... the _ 

- Cageways. It’s time to const the sec- 
fo} ae Mo) (-ler- me) be ame — La Soleil. 

















| IN THIS SECTION, You SHOULD HAVE: 
odfalls near the br broke [ae +.  -Collected 9 Dark-Souls 
bridge past Jaunty. vel 4 Be ef on various levels 

best Mal-lel my (olame) mial-m(-) -Went up to Shadow Level 5 
pa to fo (oa fol) (=) fo [a To be (23 aria : 
ioelti mele) om\fols (ellis Blood 








om 
ks 
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Now would bea good time to 

find and obtain the second piece of 
Rd od [| oS1=) meee Ko Myo) (-1| MM Ko Me (om ial Mmiitel <=) 
your way back to the Paths of Shadow 
to where the skin-bridge waits and 
EM CoLicime) xvillite Mel Mit-ma(eluiley-telt 
fo foley ey Mole) Mol minl-m R-\- em Orel Coli 
rofate Me) el-Js mime laciie(-m colli Milivem Ke mye) (-1 6 
the second part of the L’Eclipser. 

ontinue on, drop down the shaft and 
aT=oloMeolol colt Mint (iimelalele[-m Prepare 
ivom-Jasleleld @elimiit=) soma part es ane 
Cageways. 
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Here eee, aszcese 


When you « get to the Paths 
you'll want to go back to wi | 
found the Level 4 and 7 Seven Coffin 
Gates. Crack open the Level 4 hols” . 
and follow the path. You'll find a Level 













iad y= 
You’ve come to the Cageways! 
















Climb across to where you see q ce 
4 gpind fo Meo Coto) alo \’Mm a (-ToleMinicel ty ih Ihthe 
doorway and grab the various items © 
Cater ("ell ile MoM CTo\ 7 Mol Minl-m'] 0) ol-Tmilolelp) 
° piReog- rolaeMinl-lale Com ololo MC ii miceli mma l-cele mt 

: inside and make your way through the 
multiple cars of the train. At the far 
3, end you'll see a mechanism where | 
2 you’ll need to use the Engineer’s Key. 
Flick the switch and start the horrific 
fod tokomeduleloMeols Mit Mil-lia meh ee 
at mit-miceliame ilite( we come Mitel im exit 

the door and fo [Tol Mi ial-) happy hench- 
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cate 











leads up will bring you past a marked 
door, while the incline that extends | 
ricelitMmint=ye- MUU Mm (srefem el) Mm Ceme My (-1-) e) 

fe | go) oF tiated Cole mutelt-melileme ice) oMele)' 1s Bae 





CHAPTER FOUR 





ro) MintolmulelvoM(omelo) Boll MY-1- me MLN 
ok =Tatel-ToM ive) (=A CM ial- Mel al- melee rele) 4 
inside the Gateways. Anyway, forget 
itelmislince McolmaronwmelioMiligamaleliimrom lite 
iat-mc-reatelalel¥ifolmiicellare Melolelemiitii-telel 
Delete the chainsaw-psycho that rush- 
es _ “7 at=tele Melo) iam ial= stairs. As 


Hi 
- 





Nolte l colo it-mCTo\ i Me oltM EY -1-Me mW iivels 
exacily like the ones you’ve been 
pulling all this time. Unless you want 
some unwelcome company, don’t pull 
_ it. IPI only unleash some more mani- 
fo for fo) m'ColUmrome(-Tel MU iin Mm (=>. 4mm (ele) aie): 
fo UE of Tale [To MotofelMiiteimerolil-- My (el lile| 
Tico il-mcololu me elime) Mindi fellale 
fo foto) cB Co] mint Mere [elm Com ololtminlcolt(e lap 
This is the only time the door opens so 
ole [Ui (oi Gomme) mole Mailelimicehi-mromnvell 
Colm iul-merele(- Mla m-lilal-lamelic-Yeq lle) aF 
okt lilcelilelimeliomuolimelilil miil-mx-Yere) ite] 
[Y-) Mo) Melole) cme) ol-lil-melale Mm al-Xelo Malcom ia\-) 
rofo Tol Tallare MccloltiMm (1c Cole mi lite mela] 
fo [c-To Mod go) fo (-To Ti amore] Vlitlalwm e)| ef-s 
and butchers. Dispense these freaks 
fo LA ColUMN Nol Ui fo Mela Mejint-lemelivem (ele) @iiole 
the switch and hit it. Then look for the 
foCole) Mat-tolm iat-mycol lc Melt it- Meo) eo) oLely 1 (- am 


prepare for a butchertush of snipers, chain- 


saw-buddies and sickle-psychos. 

At the bottom of the stairs is a locked 
door. At the top of the stairs is a series 
of cages you must jump across to 
K-YoColi Mm it-MCLoy TMM ColiMil-Yole ll ofele) Mii ie) 
the other room and mount the stairs. 
bColUid | Mal-y-to Mi Com (Ulan) o mele Me) Momin(-Mceli 
Hale Ma molco(-1mcom(¥litloMelali ce) ome) min(-Miile)’o 
Tale Morele(-Mw- Nm lal-Meo)iit-laey(e(-Mmelce) oN (om iil-) 
ledge where you see the barrel. Now 
elim co) mi int-merele [=m fometelail-mell Mil(- mu leh 
back to where you’re standing. As 
Solo Met mim (-re\V{-s-Melefollamm inl eMmtlomelite 
fo [Kolomiat-mexrele](-MinvolMmimatlslMe)sMECi cel e)e)(-) 
ro folate Mint-morelo)(-MelileMelce) eM CoM iit-) 
crates opposite the boxes that the 
Govi sits atop. Once you’ve gotten the 
\CTo\ 7 Mm it-toleMeololel qi rom ii(-Mum color Mmm Uit-1K- 
Volt ile meladhi-\o 


4 4 C8 Mienee Cs a Sea er) 
Jat ar oy ec ae eae 





do luimelticice (mi ial-miicellale me lelo] mL 
fo Ife lam (=r le [-mm-liteliimmelim olceyictrel late] 
Titel tle lim cela 'folt i Come l-\meMelgioMoli Mim 


a -1-)(e) c-Rel! oslo lan) ol-)meolel ces com iit- 

_ alcove fo the left, snipe the guard pac- 
Roa lite motel, Mello Ri Celaimcomseh(-m (olligy-i me) 
lot of headache. Following the snipe- 
foro) ii-ma (reo Kelo Ui MinieMe)(orere\Muel|We\'Me live im 


TSC Pc coli a -iimellelile inl (-r0le[-m 
folate M olUiiMYoluicy-]1 M0] om com lat= platform. | 





ledge to move the beam ac 

ro} al=) mej fe (= me) Mm ial-Mcolelus Mm lal=)i mel cost) 
across the beam when it’s on the left 
side of the room and jump over the 
roxey alice), consoles. eToMolti mil: Me (olelmelite| 











and jump out of the window into the 
fo) o) olelyi i=) — Snatch the Govi you . 








‘in the center. From this circu- 
fers re)Celice) aia jump across to the ramp 
on the far side. Blast the goons on the 
other side o Se dart down the stairs. 

| a ‘t have to "dart," but go 
oN] j. Climb ub the boxes ca 









Following this, use Luke’s Teddy Bear | 
" Com fol om ole lor Mirom iul-mezele (wile hth) 
entrance. When you get back you'll 
ilatoMiitel mol) mexel¥l(oM elge)ele]e)\ Mey colt 
iiatexy-mi(-a'm olcoiaeirolit Miceli Minl-m e)| l=.) 
folate Manvel (om\Colllmm (oh Mom ial-Meyia(-)mey(e (=m 
‘Cross the Touch Gad pipes, then head 
through the next room, all the while 

fo Mo} fo [late M ol-Tiete Mh dalolen.<to Malcom iit-m lence) 
om iit-mualed lire Mote le [-\-mm lat-lam(-ve] emia] 
joy as you take the Govi in the nearby 
rere} alice] mel c-to B 






















Watch for the snipers who will instantly 
target you from the far side of the _ 
cololuimm delimel(olare Mint-m(-rele (Mm oll mat-\-1o im 
eB o)c-Tohinl-ameovinl-laWity-mm (lanl emele\iamelale| 
deliver a swift death to the snipers 


pies 


yet My, Rt | 





Now | . 2 Kom ial-miceli(-\mmelileMmcol. (me mm 
free ride. When elt mel tahy= fo key the 








up a rexel ime) eiaito! stairwells that 






you’ll see a col uple of drawings scrib-— 
bled in crayon lying on the floor. One 
picture shows Mike folate Malem oy ce) iat) 
Luke, while the other is a crude render- 
ale Mo) Mel lols C.yol¥1B > 


holo (AES (-) om Ul aiat-lmelale ie [-)mc-vele hy 
for one of the eeriest moments in the 
whole game. Luke calls out to Mike, 
beyond simply saying "C’mon, slow- | 
poke," and implores Mike to help him. 
Is it really him? Luke’s dead, but this is 
pY-Tolokjfol-Meolif-\mell Men (-JHi(- mello mela) 


1 _ Shadow Man not to be so easily fooled 


oA LiX-M (ol cex-t-Mol mM R-Yol (os Melate Ml PY-vo lols (0 (- 





but Shadow Man must find out for him- 
_self, so off you | 


you see. At the top of the second flight 5 
I hallway are so 













o. Further down the — — 
1e more drawings, this. 
with the representative 

ive Serial Killers. 

"Round the next corner you’ll come to 

a doorway, on the other side of which 

ICM me lalolint-vmelolela Veh am Lei mialcolire ls 
rofao Moll MS i (olan Com int-Molc-1-) o)(-.) met i a 
er -TaT iL Colm lam int-melolut-mm Col melal ig oO 
will you hear Luke crying out for Mike’s _ 
at=d/o MM olUL Mole la MX-Y-Wiil-Me(-XoleMIlii(-M ole) A 

as well. If you’re not sufficiently cov- 

rT r-o Mla Me a -1-) mre) | goosebumps by this 
point, you’re probably dead yourself. 
Welcome, friends, to the Asylum’s _ 
Engine Block. 


time covered 
dan) ete) ae) mm ia) 



















Shadows Man habtean’ translated_into several ai fferent dated: 
e language versions ofthe audio were recorded. for Europe ‘incl 
g/ English, French, Htalian, pe and German. Ithas i he gs 
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rc) 7A CHAP TBR _FOCR_ =|: ae : 


a When you emerge in the first room por 
the Engine Block, forget Luke for a 
moment and get a grip on the differ- — 
ent paths available. To the right is the 









door you just came from, while to the | 


left is another door. Straight ahead are 
a series of churning pistons. Ignore the 
pistons, since they are too far away to 


| , jump to and you cannot climb on top 
cp of them, either. 








Taki (-te Ce Ma col <M ial-melolelmom\ (ol im (1m 

oe After passing through another door _ 
you'll come across a new adversary, — 
the Surgeon! This is a quicker rela tels) mm 
fo) i aT=me-J0) | oll am oli my i[e @ fo) the usual 


ST oko late Minl-lamalismeole(e. allele lire) cross _ 

ilat-Me fo] o Mite Min(-Merele)(-Mlitel i stretc che 

across. After you land, watch out for 

more snipers. To the left of the only 

Meme \Yfollfole)(—mololin mime (olor (Tel door. To the 
rela me Miceli) oMa (Tole) down the ramp 
and through the door straight ahead 





= strafing tactics and you'll be fine. Walk 
(or jump) down the ramp for power- | 





there’s nothing there). 





(there’s an alcove under the rempr but : 
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On the other side of the door is a small 


Ba 


- room that is reminiscent of the Asylum 


ay 


et 
ties 










sJem 


Gateway. Ke 





noving until you get to 


he right. Go up the 


con J [eo [-) ag By - 





1% a 
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seme 





lock-boxes. Put the Engineer’s Key to 
fe Fofote MUL y-melalo mol foismel-Min(-mei (tel 
pipes in front of you fill up with purple 
goop (Shadow-Power?). In keeping 
with the adage "too much is never 
enough", hit all of the lock-boxes 
twice, so that these Viet Meco) aie 
pletely and the numbers read "5 5 5". 
Back in the main room you'll find that 
the first piston has F} (o) eo) ol-re Morale idaliire B 


Titolo) tite Bm Colm re) climb on top of it, but 
not past the next one. id, 











large fence on the left. 





Bae 
beg [Nremeel- ee 
Ww Gl WO TI a ie 
‘elit a. 
4 | A Was 
P Nee en fitens | 
a bree | 





f the LEclipser. 1 T= | 
yre at, but we need 
Wo) (-Yos-CMe [Yay MMR 
no! t exactly, but she will 
Tito MYCole mo) Mla my-Yel vedi Me) Mm lit-) 

iilice| piece, nevertheless. 
Warp to the Paths of 
Shadow: Prophecy 
orto lilel-l me lileMal-vece melon ia 
past the Coffin Ga fo the 
BS o)iceliiite Me (-tyer-ta where the 
path leads to the Level 4 
roi CTol(-Me) Mm lit-M oho, pit. 
Rofore) (Mi nt- Mm R-\'(-) Oxo) ii (a 
Tol (-MeliteMat-tolo Moya minicoltlelap 
el geM-M->.4 0) (ol e-1 mm lo] <-W lal = 
skin bridge to your next © 
challenge back in the © 
Prophecy Chamber. | 
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OF NCTAUT.N Kaa (-1e-e eo Me lectoimelileMOry-y (0 Milla) MM lats) ccm 
oR fe WM fome li Mell Min-m lola a voli Mim lt-mOrele(- woh Mite 
oT Mil CTolo MU Colcol ul-Tam oll moll Male hU-M comity ao Mi(-1a 
demise. (C’mon, reincarnation is great for the soul!) 
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 Tat=Ta Me foltm steels Mint my-rere) ale Mm elelame)i 
the Prophecy Chamber, you’ll emerge 
Tame Lim=Jated(eyy-o Mere \Y(-) da Mam (ato) are the 
Playrooms. Under the water you'll see 
ro Malere(-Melololme)Mmureleiicere| Mualelitiicm wh 
foTam-ve Ufo] | a lolce(-medcola) @icomiligume Ce 
UT cola ttiavei(= iam celemere lalate) open nis — 
door from here. Right now your objec- 
tive will be to swim through the | 
crevice in the wall underneath the | 
water. Swim to the other side, climb 
oli melire Manel (om ceollim vel mom iil-mil-> 4m 
large area. You'll now find yourself on 
a higher ledge, in the area where you 







first came in. Now you can jump fo fod fol t) 
to the highest point in the room. 


Retire the goons that wait for you and 





look around for the lock-box. Use the — 
Engineer’s Key and switch it on. Voila! | 


Niieimrolce (=m elelamale(-m vel) mere] ti(olala me) ol- 11mm 


before is now open. But more on that later. 
For the time being continue for- 
olceMiilcele ie lamint-melele) mo) Mil (ele. G 
box. To the ite lat (oll (oLel <-to Me lolol a To" 
the left is an open door, through whic 
lies a sniper and not much else. ' 
is, however, ( window Bineime{-Jalere 





back to the underwater port-hole and 









On the other file yourll reYey MV] oM NL at=1C-) 
those "pools" were. Retire the snipers 
relate matlame||Mint-mveh mcomial-mielm-lalem 
Aside from the various barrels that lie 
PoleelVite Mati efoto) Mele Mem cui-melitel 
activate the lock-box with your 
Engineer’s Key. Watch as the wooden 
dam-gates lift out of the water. 
foveyalilalec-miclanvelcomelireMminico)vmiat-m(-\U-1 a 





which will unlock the door to the left 
rofate i (-torom elem olelo @iCoMinl-Melice lice im 
olo}ui mm -JUimlati(-role Mme lel ole ler Qi Col ii(-) 
okoyes Miia Mminl-mcolllm clelel Mme Valeliat-ie 
Tatel-Vcelcel¥laromitialit-lmucetwme) el-lal-re me] om 
ST inlcolece lime ol-liire merelc0 muro) mice 
ilat=m odrolo(-C-Meyoliililiare mel(ole(-t-mel-melelelp) 


as you swim through the large "fans". 


we 
i 








You'll pass a glass window on the 
other side of which ‘stalk a large num- 
ber of Dogmen. Yuck! Continue fo) 
passing through a glass tube, where 
you can see a bunch of those new- 
school snipers. Keep. swimming until 
you emerge from another pool, being 
mindful of the snipers. that lurk about. 
Once out of the pool, head into the 
room that Sits immediately beside it. 









disp atching those tedious 
butchers (won't they ever learn?). 
Now head back down the stairs. Brace 





yourself, because this is where things 
get really complex. As if you hadn’t 

re iic-Tofo VM ifelti core Mi mellm o) mile) Wam-yilele lolly 
Man’s world is one long series of tun- 
t-te oleh inte ole ltyolel-t-Wel ale Mere) a lel NIC 
bintelmi-reComCom-\\(-laMuilelc-Mureliiive lim 


in this "level," you will encounter a — 
myriad assortment of lefts, rights, ups 
elitemeolo) iit mei ismem(-\Wmel(olelelale| iam 
Liles Mm amcolmelololeMual-lolilic- mm ta’maley mi ce) 
Tot ma Coll munliive mm Vale Mc-lant-litlel-\ mm lalel | 
Lill (-MmiiemCwelamelic-lanlelmromyic-telanli lil) 
binllite tm (olm "Colt Mmt(olUmelc-MJil/Mic-1-m(eMe(e) 
things in whatever order you choose. 





_. the tunnel. To the left is a dead-end, 
fe | fore) (-\-Wmed¢-\Vi(ex-S-melale Mel i(-lgivei (=) routes. — 
him the true meaning of "tough love" 


ue Ferm. 












you an appropri’ creepy sound- 
Like lor Gi CoM (-1-) eM (oll Morelanl ole l iam ae) | (om iit=) 
CifolTe Mim ColU Mm ilive Me Me(ele) mmO@]iler-) 
inside, you'll most likely meet another 
sniper. Kick his butt for him and you 
will have reached the Playrooms, 
where you'll notice a glass tunnel 
underneath the water. We'll refer to | 


this as the a. tunnel" offen since 





tie a 


















ateToloM lilcolrelsmiit-me ole] Mel Minl-M-Jile Me) | 
and to the right is a Surgeon. Show 


folate MYfolU Ml Move) nal mll olela i io Me (elo) awe ©) 1- 
rol Mi iat-maY(-) a'ae-lale Me) Mmial-Mulel| Mee live Meo) il-M ie) 
iiat- mime l(o(- mm lel (Mi ial-Melat-Meli Mm iit-M (211 
ifol Mile) Melle Martel Cm olelm eh mlilcelire i] 
the twisty hallway until you emerge in 
an enormous room. Do unto the 

Tall el=) -re fy they lol tifo Me fom lial vom felt m 
Here you'll see two doors, one which is 
locked, one which is not. Through the 
window of the locked room you’ll see 


Sake 


Enough sightseeing! 
ll one which Mile) elite Me] ce] s) 


door at the end. Run throu 





fo | (Mol alo Miat-meololo] mel mint-meoyii(-)m-lalem 
You'll come into a room with a large 
cage on your left, two doorsanda | 
switch on the right. Throw the switch — 
iol mm (ol'lolatMeolatemeCoMlilcomin(-mioleluimeolimin(-) 
right. A Brutal waits inside, as does a 
Cadeaux you can’t get to yet. Now ¢ 
CoM i-Mar->amcokouiMmel ly sSelroiire Mil) 
Till el=me late mex) i(-teqilare Melabaialiire m cel!) 
T=-o ME CToMd ololed fom ial-mellottwmilialil-) ie lile| 
Tom Com iat-meololol] Mm dat-\c-molUm ley meladhii-fo f 
At the point where you went : 
down the stairs is another route to the 
left. Walk around to the machine-room 
and go through the door inside. You'll 
moto) iil- molt) Mol sm come mel cel bridge sus- 
 Sendéd by chains. Resist the tempta- 
tion to dive off the side (there will be — 
Lilit-m (ol mitlolMmCoi(-19 Melile mer (os-1 => 
bridge instead. , 










On the other side of the door will be | 

another classic left/right scenario. Be | 
fo c=) of] Melate ice]. (mi ial-m (ime lolol mm collie] 4) 
guy. Watch out, because snipers will 
ola Coliilire for you, along with a pa 
of those nasty leather-bound Dogn 








bly go down _— one or two shee — 












ie -Loloye [(- mel oMmint-mceolin)omelatem ele lce[— —_ 
vited) through the door at the top. 





looking star on | 
Once you’re lo 


ro (-T}felsMmul-rolo Ml oMint-mul-> dicolit) om ele lt. 
Hake Misicelelelam (1 mre liteyisl-1 aro lele) am (oF ial) 
emerge into a slightly familiar room. 
Nit molt icole Mint—meall elem ialeme ltlel co 
liit=meli-tomm colUM IM Velslmcomal-oloMtl om ial-) 
Colato Millelamem-iceliemelilemei(oliimolllmy-rom 
roJatom <-1iceCea(o) mm) (eo) Me (ell ololo @iromiil-) 
hallway where you originally went left 
and g° to the door on the igh 





In this room you'll see a long 
More lo) (= ji c-) (or atte Molo coltMinl-mcelel aire) 
Ce laloyiat-1m ol (olicolduimevele|\amelamelic-vin) elt) 
_at crossing will result in a short trip 
Pe ike- mil com we Malele) @lamis(=-manl(olel (=) 
iatol mm colUmeoceliliteym olots-Mm lil-yil| else dire) 
hang out in these parts will most likely 


_ shoot you off the thing as well. So, real- 


_ izing your options are limited, jump 
Melo imeliteMe(oMoliMeloletiocolx-Meaiiliile 
down the hallway that will ultimately 
connect you to the glass tunnel. When 
~ you’ve gotten yourself back there, g° 
to the bridge that provided such a = a 











tempting leap before. C Once there, for 
the sake of variety, jump te the left. 
Under the water you'll find sor je bar- 
cc) Melate Me M(elre|-Meleluii-a |<<} structure. Shoot 
the dome and swim down the shaft. __ 
Polo Me liilile Mill -ii-Te Bote (elt felt 











Lialcolt (ela) thelebinning bhai: You'll 
eventually come to another left/right 


scenario. For the sake of ponsisioncn. ive 


take the left path. You'll 
room where you can eithe 
continue swimming to another 
_ the wall (underwater) on the far side 
of the room. Surface for now. To the att 








always) and should you go fo the next 
colo MmColeM Milive Me Mall ie [-maey-\V(-1 oo] ol 
which leads to nothing. 
















Go back into the drink and swim 
towards the tunnel on the far side. As 
reli mat-rolminl-mielalat-1 Mm colli | mulelicer— 
another tunnel right above you. Doing © 


things in order, take the ceiling tunnel — Tru 
ii com iit-mcolelunmel ole) (me) alole) Mint aetal| o]—] damm 


~and follow the hallway to the next big 
rere Mma olUMIMilaleMeliCeliil-larere ha 
 slel tM ole [or=) clearly. designed by 





A luiminlcel re limelire Mm colim  mexelui-Meolti min 
















cae enter the co. pre’ ) 
rooms, looking for items 
Next, run to the far side of the room 
vofate My Ties inl- mole) Cole) M@eolimin-melin(-14 
Vato ME iia me) ol-tamint-malele(-mail-ice|melele) msi 
in the wall. Now run up the ramp to the 
three doors. There is only one door to 
worry about. Head alcol tle lime late! you'll 
emerge in another hallway with 1 4 

doors to search, one at a time. The first 
door leads to a pool with an underwa- 
ter tunnel in There is a lock (oo [oYe) 
at the end 1e tunnel so go the door 
at the end of the hallway instead. % 
Switch the lock-box and Leal see the” 
Von -T mi Mint-Molil-lmcerelan rise. a 







Now swim through the tunnel in the 
oor, which will now be unlocked. 


_ the room where you opened the le) Te) 
metal door, which can now be entered 
SJ fater= Mm ial- Maoh (ym (-\)(-) Mave tmaty-li mm (oll ia| 

ro [coy omeleoy iamelilevin(-Jmrvileiimelilomelilom lime! 
sewer tunnel. Swim through until you 
foto lala me [ode ai tt=1 em ce) om eledrelileMey|isile) 
out. Dispatch the Deadsiders and go 
Taltomial-Mcclolan me): Mint (-imm Plo) iam iil=) 
hallway are another series of doors 
and ramps. One door will lead you 
into the room with the giant sleeping 
je-Form. 

- Here WolTRUTI Mel eXoMilare Me Melty e) lo Mere ts 

_ that you can fit Accumulator pieces 
into. Use however many pieces you 
















i 4 willing 
ROE 
t# 


_ lay, you'll see a Dark-Soul writhing in. 
purple glory. This: should take you to 

Z iy ore it and use the 
Mite Me lolol em (-ve lol lave Me) 





hallway until rt 1 find the switch. Flip 
the switch and ransack the two rooms, 
although there’s not much there 








— one by now. There are two cases that down the adjacent hallway until you 
Z i have special ammo in them. Might as __ come to the final room, with two 





well take one for the time being. _ Tilley-emelive Me MCloN/ B 
The sleeping giant won’t be much ofa __ Besides this Govi, there are re fo) Co] Mey 
giant after you blow him into little six others to obtain on this level at this 


point. Three will be in different areas of 
the Playrooms, while another three 
alCo(=MlaMminl-Me|(=te Melele\(-Mla(-M-j(eleleliel|m 





_ chunks with a single shot, bul don’t 
ignore the snipers, since they are very 
_much alive. Where the giant previously 








PLAYROOMS — We can’t stress strongly enough the 
Tin) oXelacelirer—me)melliiiiare Mint-m\ Vivi mimin-Mcotoi mim iit-) 
prone True-Form. It makes getting the Violator a 
: |e) (-t-y {Maro late Masato hia e)c-\U-Jil me miivelcyi(-Merelcelitelatare) i 

ge. Maleiiiley(cMateyailed(e (=m 





besides some pathetic dogs. Continue — 
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oje ome across. 


Next, enter the: Paths c 
head deeper inside u 


By now oltl Shadow-Power should be : 
Th od Com K-\V(-) ee You'll we t to enter the 
Temple of Fire via th aths of Shadow 













while it’s active. So “— 
absolutely necessary, you : st 
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Ti melco (=m colmyatelo lomo Moet cole tht 
of the Deadside areas consisting of 
ated C-taM slic MMi (-1a Vm Lele) (Melm(ol Com i(-te| 
TT iinmCoh Co Meat MiltCy miley melcolellic- wm ial- 
voodoo-enhancement known as the 
Gad Marcher. The Gad Marcher allows 
Jato lolol foli Mi Com oll areni-lmrela hy fiery 
surface, which is a much better option 
atelimsiy+4 lite mrome Meld) ome lime) ce(-Tan em ilile| 
iiat-mCToCoM "(ol colal-yam-jirelelo Mm folaManltcyy 
return to the Prophecy Chamber, 
alc iat-mallre(-meyeliceliiarem vel lave lm (--m 
Pico) om CoM it Molelicoliuimeliomir-rolominlceli(e |i) 
iiut-MeLole] Mol Mial-m ole ivoli me Olirer-Mlit-1i- mee Le) 
to the room where you previously 
iColV avo Ml Ke Mvo)(-1] MN LAM iat-W ote (e) ae) the — 
room is a hole you must drop dow * 
through. Make your way through the © 
Tate liMivlilit-) me late Mole) ai cola ial- mi R-)'/-) im 
Coffin Gate when you emerge. Crack 
open the gate. 

When you come fo the next 
ole]uimm ol it ola melimel(-coMili(-ro Ml @iol; 
the most part) with lava. Follow the 
path to the left. Here you’ll encounter 
Wolfe) o} (Cola Mme T-i(- Me) MolColicol gum late] | 
leads to three Coffin Gates (Levels 7, 8 
folate) meoliteoMeoMViali-lmincelm (-Xole lm col iil) 
room where you opened the Level 6 
Coffin Gate. The second option is to 
take the skin bridge to the left. Be a 
fe fofole MTo] fol] melatom Cel CM lut-my diam olalele (=m 









Ov PM ii-Meliit-Tmey(e (Me) Mm lat-Molalele(-Mel(-M ino 
Talhite| Miceli (-\-me Mt K-)'(-) My Am @xe)i (1s CLo} (=) 
Colic Talib VMliveCexer=1-t-1] 0] (-) MelareMe lime) el-11) 
eCohismComiit-male lim cel <-Mint-Meleh iim Com iit-) 
ite lalmelalem Colla Mave -Mc-tolovit-to Mm al=) 
Temple of Prophecy (Marcher). The 










beginning of the Temple of Prophecy 


Cote) Cal oe) large ceremonial area. 
Inge symbol embedded 
where you first appear, 
which in turn | ads to a long tunnel 
leading down. 
Once inside the tunnel, make a left 
through the eye-gate. On the other 
side is a Sister sleeping on your left, 
and one fo the right as well (no rest 
for the wicked!). Blast these wenches 
CoM dite loko moxie melie Mol CM it-m elel in 








ol dat-to Mm late] le]amuelateyint-lanileley ae) | 
Sisters wake from their slumbers here, 
CoM olc-Jeolelc-miomel-fo] Milam al 110m 


into the room ano large pillars. Be 


Once you’re done with the girls, head 
Ualcel!fe la Mint CoM =) me lol(-coam del-llile Morel com 
ful of the fire-masks). To the right is 
another eye-gate, while ahead of you 
is a large statue. To the left of the stat- 
ue (near the sleeping Sister) is a 
switch. Press the switch and the Sisters 
will come to life. Blast ‘em good, 
honey! After you’ve dispatched the 
Sisters, you’ll notice that the large 

J Colt dloleM Miceli melMmin- Mell Mure) 
aro\MiUi gat-to Mm iaivome Mm -Jrefelelfo]| MmOrllanl om 
fo] mo MCToi MII i gel aty-M0) om fo) o). 

On the right side of the statue is a 

ato Colo) mam lite) Mal-{-Le li (eM el-Me) el-lal-\e Mi (e] 


_ the Rada Drum on the ledge above 


atm laliceliver- mm (ole Mitte \ Male) mM ol-Me]o)(- We) 


do that now if you haven’t found the 


folate [UMummm LUI Mave] ¢-MeoM) ol-Yoi(o] Mile) (Me); 


Mxolimint-meldeluamCelerolivolatme AU-Tallelel |i 


you'll be able to play those drums and 


other side and io dies to the next eye- 

fe fol (-WaCt-y oMecel ie ML you reach the 
next "sickle swinger", being mindful of 
the fire-mask which threatens you on 
al=Meoyiat-aei(e(- Mm a lelcel(-Minl- (ely mexel! | o)(— 
fo TV) ok-eme lave MicehU-)Mmlilcoltle lM iit-Mil-> 4) 





set of eye-gates. In this room are a few 
_ things. 1) A large statue, 2) a Rada 
PTUs Com oltimile immed Meolim-\ (ome [eli-) 
i Telat-lolUmmyeme lela ia Foaeairl \ Co) AVF Colas arom coll muale li me) Me Mere)! ] o) [- 
through the oe of Sisters slumbering, and 5) a number 





fo} MYCo [x= (oll ol UL me) ol-11 


OBTAINING THE SECOND LP] coy omeoCo\ mom ollimacelilmelilem (elt) 


should find a switch in the wall. This 
GAD: MARCHER BA Mol acciMeMitclate\melelileh mere] ) (=m ce) of-) 
fo [or fost al-mor-l [late Ma CTomelcolelel-yiamiit-) 
yi Coltia| Moxelial-Meltlminiioe McoleaiMinlc)| MCT MINCCIM ICM IIMiN-EVeollt(-M-wm(e]emelile 
> air in-INalipalicolm com ia(-mClolemcclelan Voters Mel Uimiolmin(-Motymi Vem) (i(-1e-m lace || 
from the Temple of Fire. Navigate the | wake up. Now head through the sec- 
tiny walkways, ducking and avoiding ond eye-gate. Here things get even 
the fire-masks’ spew. Head through the — 
eye-gate on the other side of the room, 
else Mol foam oll m-j(-) oMel-MolUmeotelilicelal im 
your next task. You’ll see a spinning 
rod, which (if you’re lucky enough to 
PisemtioMelitomelcolomip mW melalire Mm celemre) 
the other side of the room. 










more labyrinthine. b Col Voto} fo Me fo) 
_ through the fire-door in the hut to your 
aite |i Meee ae col meroll(oMeloM Ul oMiil—mcelis) om 
break open the vases, and jump to the 
Wwe fel (Mel Mite Melmey(e (Me) Mil Mreleis 
CToM ialcoltlel Mint-milc-melele]mielmulel a 
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When you enter this room, to the Weir is 
another fire-door that will eventually — 
bring you to the same room, with a | 
large swinging hammer. You follow? 
cTololo Ma Le lalelc-Minlolmiclmuronumeliremlele) 4 
around. You'll be in a room with a 

J 





Bloodfall, some Sisters and even ‘mo 
switches. Press the switches one by 
ol aT= mm Colors Mint=mal-YolotM ial @ialiom iil) 
stone, and tackle the Sisters as they 
awaken. 

C=) quod iatle Ml) oMinl-m-Jlefeleliollmel Mm ial- far 
Yate Me) Mint Mcoteli MR Olivet-Mele (ol Ma it-\o(> im 
lalcoltlelsMmint-m-o\(-me leit MmelaleMjalelel| 
ilalcolele lam Comint-mut-> @mceleluime (-T-ye] lire 
cele) am > Cor-)1 (Ja) mm colel.(-) melo Mii Mcol leit 
late Milcccuarety @melale Md i/ eM ole ym ial-Mul-) 4 











elie [cole M ofel folate 
one end. Hit 


eye-gate. In this room you'll see a 
{To Hi o)"Mo mM (-lfe lal me) y | 
switch on the bottom | 
of its base, forcing it to turn to another — 
Wii Coda Mminteim’cel) | mareh- Mm Come! itileMe lel cel-1:) 
Com itm tele) ited me lite mint-mrelre(— 
Co) a= ce fox) on the other side will fof ce) om 
Hit the switches at the bottom of the 
base to swing the "boom" around 
again and head inside. The "boom" _— 
also swings over to a ledge that leads 
to the original colo olemiiclar-remicoluie 











Head back through the -eye-door 
olU-Tai(-lc-ce Mm icelaime lite! make your way 
to the room with the swinging hammer 
Volt ie-ye VM -Yolal(-am (olUM | m-\-memCTo\ i Male) 





cage you can’t quite reach yet. 
Tikicexere Mme loMialcol (eli Mint-M-)'{-me (ol omeoln 
the far end of the ledge you emerge 
on. Here you'll find yet another room 
filled with switches, sisters, stone | 
lat=fofol-Melale Mite) (-m 

Titer CoV Care) Wi iat mel tlie) mare ame(oliam 
er up all the goods, which will result in 
fo Mo} (=We) Mercola ame yiyi-emelalemeliveyia(=) 5 


mo)" Come Colom Com oll] mere) i(-Tor iol u mm (od) 
look for the eye-gate in the upper 





ne 
Sat 


right-hand corner of the room. On the 

other side is a vast, lavo-fi ed room for 
you to are Wi le fel (=m You'll need jump to 
biat-melxer-ilellile Pael-cxex-vare lite) plat orm, © 
which will grant you access to the eye- 


gate on ane other side. 








ae % 
The room you enter is a mini-maze 
filled with blood-doors that can only 
be ope ro | with the Flambeau. At one 
| eve is a a SPor where you 







of the maze foal another eye-gate. 
La (tele through ate ey -gate, down ate) 
relai-ceailitemcolit) sMRelitoM lcm ite Mil: 4m 
room. To the right is a skin-hut, which 
teads to another structure just like it. 
The only problem is, there’s a large 
tava-moat in between the two. Make a 
running jump from the ledge and zip 
through the skin-hut on the other sid : 


a: 
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ee) are 





3 3 Fame ung a ey a % 
in ET ea 


STi icelle lui Minicom il-m lat) olicmcolellire cel!) 
and all this crazy maze-ery will have 
been worth it when you receive the 
Gad Marcher. Emblazoned with a new 
eli cele Moli Moll molelol am ollMice) mile ho at- 
- sabe Kom oll @reya| any, fiery surface. 










pools of fire that i will 


le to swim beneath it. So watch 
TR moire lm Colter deeper!) 
sink into. It’s 


rt) of -Totfol WM lial eXelacelaiminvel Mm (el M¢--) oe lal ts 
in mind when you vault across the 

fe fo} fo [Tal ofeole) Me) Milc-Mel Mm lal-Mi-Lol me) Mm li=) 
room, behind the Marcher Temple, 
which brings you into the room with 
ut-merefel-To MC ToT Ma UUismeloMiit-Mcolit) ome) 
Biit-m Co) oMe) Mint-melColicolgi Mei dsl-1¢-M (elm T IT 
see a lever in the wall. Jump and grab 
the lever, and after it sinks completely, 
you will haye exactly enough time to 
fo] fo) om Com al-mohVommelare Malls clolo) qmll ol ie) 
role} Colla iit Cre)» 






Coli atcrele Mm ololo) qi Cominl-Mrcleliim (elt 
entered just before finding the first 
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J dlamalei mmm Oa lintle ml) oMinl-m-J(efeleliol| Mel al-Jele| 
ro) MYCol Ve latomelcolom int Co Mm iit-mielalit—y| 
ec=Jaliaremim(-xoletminicomiat-Macleliim elem ley 
encountered when arriving in the 
Temple (as does the tunnel under- 
neath the platform where you entered 
this room!). But instead, turn your. 
attention to the eye-gate on the left. 
Takife (mile coleliimtme Me [ele le] (-Me) 
SIRS (-) como WZ Taletlate Masvoli(=) Mme live Me MY- 1g (-0 
fo) Mauve || Mire fe l-\mialohm Vi micelanmint-) 
fo Tale |{=To M-\fo] ol- wm Poli mol ia’melelol im ial-) 
slope for now, but concentrate on get- 
ting through the eye-gate on the far 
side of this room. Easy, huh? Guess 
again! Another room with swiei 
drums, vases, some Sisters and a hi 
statue of Shadow Man awaits you! — 
There’s another eye-gate to the lef, 
elt Mavi) om iat-metyer-lalellare Me) (eiivelguity 
and trigger the switches instead. Jump 
Taltomint-m-a{-) ole) ol-Tallale Mel gai tie) mm -J[e] 
folantoM (=i i(- mame late Mel colo mint Clo)/ Be 
Head through the eye-gate on the left 
folate Mol Milne mcollUlex-)imielet-t (eli (eler=) 









ilamelitelint-1m clelimel ml Ulalellare mien d(-\-e 
mite Mitel oj ofel col itt-ma plelele\'2 @] ia \VCo) (o lam 
al-Mea late late martelii-ewmelacemel(oliminlcoltce la) 
al al-> 4m \(- ne loi (Wm (oll Male \(-metelual= 
full circle and re-emerge in the room 
iM atemerxer-uirellirepxe(-rxer-ilellile me) iivelm 
mI pa] ome Cel colt Mom ial-Mcele) Me) minl-mere le [-) 
rolatToMinlceltle lam ial-Mmal-) 4m -\\(-melei- wm (elt 
can either run past the next sickle and 
spinning rod, or you can simply jump 
down to the floor and exit through 1 
next eye-gate. At the far left corne 
the room there will be another lev 









CoLUmalolUiCoM ian] omcommeli(oy lite moles 
TfelalmcCom oli Mi melo) mm litem mel 
just enough time to run back around 
Ali CeMa=mey(=) osm ialel mele) oMellimi-larelia 
exposed long enough for you to 
yaToiCou Mint Cro)’/ Ma) fo) Wme Lom lalcell rela mini 
Y-Yoto}ato M-\\(-Sfe fol (Mla ial-mcele)iim 





TVinslomcComint-mel(olicoluimelim celeimale lil e 
pressing the switch to activate the 

fore Jo) (=m Bal-Jim (olan) ome lelcel-t-m rom ial-m ol (elt 
Coy daa mela Mmiit=m (-imey(e(- Me) mint-Mcele)ii Mm) (-).4m 
[Ulaa) om Com intemel(ohicoidusMminte|Mm-Millaial-) melt 
irom ial-malelil ma acelai Mm ial-1¢-Mmace) om tl omelale 

fe [colomint-m(—telel-Mlatoim | melglare m\(ol) come) 
Travel| MedrolicluumelimineMale limes (etme) mil 
oloyaa Mel eianlomicoliaMal-1c-m comin(- Mal) 4) 
relColal @inreimi-ye(otM om iil- m=) <)mm (elem co maleliy 
ole fon @limint-mccloliim (olem-jcelar-lo Mice) aa mm Le) 
Wfoltley=)) Mem coh fo] melileMarle| (miei mole) 
fol¥ialoMml) oMeli\vm(olely-Mele(ol-Melilem-lilels 
(i.e. Govi). There are five more Dark- 
Tol Ui Comelejfolia me) mini cMm (=)-) Mm Dae o WaT 
fol ¢-matColUmel om comjiletole) Wa K-\(-) Mame lite my-1i 
Col UME] om (=| Mi colmjalelelo\ WM R-\(-] Ee 
Dhat=lamatsxeleM cleo, Mi Com int-mel(eler-.-m felt ian(-) 
lol=T-1a me lalomy-relcoua mel collie mo) melal mir-liat 
Y= MlaMmial-mcehobili(-reMelccel Mintel mireny=) 


C-\ [Vio (-YoMYCol TMU OMIT Mare) AMV Ceyc-M lin) Lele 





pigs bee 
What a level! Not 
th this, you 
hearts content 
ich have 
ims in this 
xactly how the 


TEMPLE OF PROPHECY TEDDY BEAR POINT — At first, the Prophecy Chamber is 
where you'll start from when travelling the Paths of Shadow to the next level. But 
once you get the Teddy Bear Point outside the Temple of Prophecy, a new start- 
ing point will shorten your commute to the later levels considerably. 
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CLEANING UP DARK: 
SOULS, PHASE TWO 





When you’re Tuleutet: in the Marcher 
Temple, re-explore the areas you ve 
seen before but were unable to access 
o[U(- Mi Com (elo) qe) melielel-le enhancements. 

i Tlive me Muiteliy MmCcoh ime Cm colt merelmmelale| 
ole) qu ie) miit-mezele(-lol UP adil i-moleMi- Mell 
am Kelabm XelhevyeltiCmyUli Mme) ol-lamel om elie) c— 
you now: 


AR apeael 
Bay 267 dante 
ate 


|py-Ye fet ye (- Mm I-14) e)(- eo) a 8 (- san 
Two awaiting you here on the — 
Co Vo Mi i foto) 





Deadside: Asylum Gateway: 
Five in this area, including two fo the | 


Yo Meo)sMinl-Mlohiemilole) a 


Deadside: Cageways: 
Five more in the Cageways in — 
_ the main chamber's lava Liteto] a 


Deadside: Temple of Fire: | 

i AntioM Lefexoi (-YoM it-\icMelaM (oh'e Mitel?) ame 
Decide: foxveriit-teliel Mes Bain: ~ £ 
A sneaky one Bab below the 

Cathedral. -s 





vimelave Male li molmint-murcroleme) lmel melee] om 





Deadside: Playrooms: 


One Dark-Soul located in the "brand- 
ing" room. Plus, the one you can 


access from the large True-Form you 
"freed" in the Playrooms. While this is a 
time-consuming measure, it’s absolute- 
ly essential to your success later on in 
ole m ice hV-) met Mint-Meusleli (late [ym el-fete] ual) 
greater with every step. 

By now you’ll have been powered up 
to Shadow Level 8, which means it’s 
time to search and discover the third 
relate Milite| Mm o)(-fer- mo) mm Aa (e1|| ok\—) dl La 


——- 






Shadow Level 8, Total ai 
7, Poigne, Gad Touch 
a wee 
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‘Looking top down on the Ziggurat that you Kaye ‘to raise in the. 
emple of Fire (Toucher) you ¢éan see that it resembles the sym- 
bol on the burning blocks that you nave, to’ push — two stylizec 
hands gupping a flame: 
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BAYOU Ss — ECLIPSING LIVESIDE Tim oX-VCot-m ol Mii molec imurreteliire| 
back to the Cathedral of Pain, you'll | 
Any time atig# eptaining all three. indi- want to search around the swamp for | 
ite [tle] Me) (=Tet-1 of L’Eclipser —kLa Lune, those seven Govi that have eluded you 
La Soleil and La Lame — you may trav-_ thus far. Make CoV I mE T-To [fede Me lolele Medal 
=) Mofo Co) qa Com Rolticiroliteom welceoleltwmie visit if you don’t feel like oaiUidaliale mCeiie 
elt mm Cofete(olomanlyic-t tm) (1UCm Once partner. And remember, don’t let those 
you’ve shown Nettie the three pieces re CoYe fe (=r yerel¢-M ol melo) MMBC LILO LL-H 
of the L’Eclipser, she’ll perform a how vicious they might seem. 
el pcolic-Malece| Mm ialCols mudi | m=req|| ekt= : ae 
HAYZ=<y(e(=Mre late Mel |(o) mm cele Mm com Ul y-m oll] y : 
Voodoo powers there, as well. Take a 
CS (-yomelticire(-Melarem Collin Mureiter=) that all 
of the dogs have reverted to their 
"true-forms" — a phenomenon that will 
also apply to the Serial Killers ‘soon 
enough. 
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When you’re satisfied with your 
progress, return to the Prophecy 
Chamber. Head to the large spiraling 
ell aire Mame lite | head iilcelerelaMmint-me Lele) s 
at the bottom. Keep going, until you 

re T-y mm CoM at-M le emilli-xeMelr-vo mei iam lil: 
R=\(-) Wt Mel ale i K-\'(-) Wy am Oxe)i ils Clei (=e Use 
Volt musrelelalii(-vem ole) (-le-wfolg el c-ol. 4 open 
iat=m R-\-) Orel itmCTol(- mm (olUMIMililem celtics 
cY-}imelele] M@eoimintolmj cle) mils minl-m R-\1(-) ive 
Me lile Mm mOroliiismCrel (=. mm eC) el-liMinl- Mm R-\-) iv 
Coffin Gate. 





i. a 4 REPS 8 


stam (-oloMColUmComelileyin- a) (lim . 
bridge in the Paths of Shadow. Take 
ial=ey diab eldrele (=m comm ial-mal-> @melc-ve Mm tall 
aC=\ i Coloro iM Myrol¢-\-melele) Mol m olumuuiin 
KoTve[-Mme relate Mexe) Hla icMmal(ol melvin 71 
Tat=\ dice le) hmmnivelelalmm dco Mmial-mlate(-Jalc-ve| 

fod (AV (otto | Mato m ole (or Mo) Miil-Meore hm 

Or TTanle mel oM Com inte) om (ollia | My-1-me Ml (oh (ot 
duct flowing to the path to the left. Two 
Talley MU C-m cola olelmelic-valicoli mel min=) 
end of the tunnel. Teach them a lesson 
folate Matcrelomelomiit-melehismcomin(-m (“118 





‘the hot coals below (since the Gad 


Marcher protects you from their fiery 
touch now), but be sure to execute 
your jumps properly or you’ll simply be 
ek late) time. Use the first platform to 
jump to the second, which will put you 
in range of the large structure in the 
salto fel{=Me)Mmiit-mcoleluie 








\CTolint-lamiit-me (olelet-me liom (el (mem (ele) ¢ 
roTcole lato mm ColUmeocolam-liial-lam (lanl omicelaimial=) 
fo) ome) Mint-mii teal ¢-m come m(-tele[-Mel am ial) 
Col mexe) sal-) aumeme) m'(olU motels ie| ce) ol oleler 4 

fo foam Com int-meoxole|(-MelsloMe(oM-liial-m(-imels 
right. One thing to keep in mind is that 
all these different routes lead to the 
cYoTual-melc-lomelalvalie) Axo ICM) om Comolli ce) 
vod sTotosy-Ma'olUl melolin Mm lal-Mmuiire-ym el-Jal-ticed(el 
path, however, is the path to the left of 
where you came in. There is a lock-box 
iat=1ecmiirel me) ol-latMmaomllalcelt(-silefe) diate) 

fe fol (-t-wm @] atmo lol (Mae jane] |My ole [etm alo) (ol 
ing a few Cadeaux ... while the other 


Tem eLoliM (rele Miicel(elmeleco ai omiil- 
the 


level you’re at right now ... 
Lavaducts! 





There are a total of five Govi to be 


found on this level at this point. Three 
can be found by the routine search 


:# o*s ee verve 


‘wi ee es ae eae 
et” Sek ae aa Hohe ' 


WA\Y/.\ oli od ES tal-mrslelismexe)al(eciioli Mal lal-m Ke h'fole ll (oy MTs 
that there are two nearly identical lava mixer rooms. 
Deja vu = over >t again! 
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When you tea soe! the bevel 8 Coffin ment they have installed here. Of 
Gate in the Prophecy Chamber, you’ll course you'll want fo snap up all the 
come to an area filled with jutting Cadeaux Ix you see, but there are also 
stone platforms, a switch and a fire- two doors — one to the left ind one ite) 
eleYel Mm :Tlallite MiitoMilicmelefel ml alls (sicrelan| _ the right of where you first emerge. 1 =X) 
goodies and a dormant siste CoM c-Jel-|MelitoMe (OM CoMINC-M (118 first. Behind 


the switch will lower a large a spinning scythe are a couple 

head, while simultaneously av a KeTanley-Yo[UMelelele-mmely-Mlal-Malelitlel-reltmce) 
a trio of Sisters. Once you've finis ad 
the Sisters off, head through the spot. 
where the stone cranium lowered : 
itself. Inside are vases filled with any — 
items you might need. Next, look for — 
the second switch to the right of the | 
aren! head. Was 


Siete 
wei 





















burn these open Maik head inside. 

Try not to worry about the itelime ley dia) 
sleeping Sisters that hover in that 
crouched position. Keep on going until 
you see the drum just sitting there. 
‘Slap that skin and get ready for the 
Sisters’ attack. After ale hmm Cole). Mico) mint=) 


A few steps beyond that folate! you have next Flambeau door, behind which the | 
now reached the Temple of Blood, ope cond drum lies. Next, lal=to Le back 
where you will hunt for the final bait : 
piece: Nager. Gad Nager will allow — 
you to swim 1 beneath the surface of the 
CoCo Maite) dite m t-rolelt(olMelilo Mel MICH 
rific wonders available to you.The — 
Temple of Blood looks like some Azt Cc. 
nightmare when you first arrive, 
despite its. relatively bright appear 
When you fake a look belot 
of the first things you’ll notice is t 
funky diagonal im viigs ar 
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heads will re [fe) e) again, allowing you to. 
Trym ate (-tole-com celle near the two 
fo [Tah ive laler-1-) a Com fol 01s advantage. 
Take the ledge on the left side of 
the screen all the way to where the 
head was. Inside (naturally) will be a 
room filled with dormant Sisters just 
waiting for you to hit that switch. Hit 
iul-m\ i celsMmelole Melo Mm folrelsmiimeliteyi-u 
it as the wooden wheel at the 
other end of the room allows access to 
a different entrance with each turn. 
bColTM dito) int-meolsl/ Me Y-volcotsmelaleMel-S ive) 
idioma dlite MCoMe(-yaxeluil-Me (efoto Min 
return). Turn the wheel to the 9 o’clock 
ereCTi ite meolile Moll Me lelliMeletet-m ome! 








fertleleo) Save) (-Mill(-tem Lime) C1 (-) 68 

P) co) om lalcomint-mcoleluimel-l(e))'melslemceltia|| 
see a few more Sisters looking for 
-Telual-melorifeli mm al-telo Meloy iam iil-Melelels to 








the right. Although indiscreet, there’s a 2 : 


Cell olfolel Giiitelm (oll Morel ollie) me) mam 
Lint-mao YM ComeloliaMe(-1-) ol-) mo leret-. 1M lalvolmm 4 
the Temple. To the right is the wooden- 
wheel. To the left is a switch. Ignore 
bint=me\Wiceqsmcolmate) Mmeliremell @inicom iit: 
T= 4m colo] ismm (-1-) oMolimurron iirc melivom oll! 
(Val fUCo ll Mote) aal-mcomelaleyinl-)aryuiicoia B 
This one will activate a rope which will 
lo) ilite MYColt me lel colt Mom -JiileliM-).4eleliti- meme] 
CTo\ 7] Meola Mint=meyini-1my(e (Mm) fe) W am al-Xe le, 
back to the switch and keep pressing 
mii ole-oelifelsmint-mele]oMrom (1m ol!) 
olofor @olticj(o(-mm liga mint-M-lilicelivex=mm com iil) 
fe) eM come (1m to)anl-m-lal-1ce hello m-jirele le) ie 
Power. Turn it once more to gain 

J alicelirer-mComiat-malelaimeliomaliame) om ial-) 
ramp. The Sisters will awaken soon, so 


















ol= me [UI(ol qe) a] your foot | Ta) slaying thade 
je} foto lo Lm 

Once that’s done, hit the switch ont 
Welle late| ac iy 
the stone me oliths you've pas s 
lol=1 Co] (“ME CToM ole lol Mol cyie(-Meolive Mita 1\- mm 
wheel again so you can run right up ‘~ 
the middle with the wheel atthe 6 
o’clock position. Now go | back outsi 











Baga is 






the other side of the area. On this side 
Col Vid | Mol ic-Toi(-To Ri Coo mW lirellale piveliim 
ite meetiace mm elColivolgumeroliuleliiveliveli- 
Whichever way you choose to do it, _ 
get to the other side. The easiest way 
would be to climb up to the stable 
elfohicol duit Melamint-malelilmes(e(- Me) Mmiit- 
room. At the end, near the sinking 
ut-Telot Mat me Melole] mom iul-mule lame ge) i (ey) 





La FOUR _ 


age path around until you find the 
Cy swincr at the end of the path. Hit the 
switch and watch asa hammer _ 
knocks a particular platform into | 
re) fe (ot-™ ee 





Jump howd land investigate the 
oYolisMcomial-male lal me) Mm ial=) newly-formed 
"bridge," if you want to go back into 
iat-mraleliamexelelan'colce Mm ¢-1-) oMelol lire mele) Ua) 
iial-melatefel-Mauitel diate MoM (- imei Mil m- a] 
Vato Mai fel (Mate) (- Me) Mel Mint-mlatredslerqve 


my will be egteig oj (=) am Rete) for the 





switches to your left and press them. 
The heads will sink, allowing greater 
freedom in this labyrinthine Temple. 
LAYC=Val ol-u(-) mmole mote la Mare) Mme lover=. Mm lal= 
fore MMV ah ive [avex- Mm ia l= al-Xelet-M(-1¢-M eo] (elol cs 
Tite Ml ol-1(olc- mm Clo olele) @ellitile(-Melale I c-5 
enter the Temple, but make your way 
om il Mi it-Ml-LeletMelatermUU-le-Melite Mele 
into the mouth of the cave entrance. 
You'll come to a Level 9 Coffin [cTei (= 
which you'll only be able to open if 
Col Via {Mofo} |[-Toq (-To BTM plot Cyolt] 
_ Otherwise, torch the Flambeau door 
and grab the few items that are there. 
<-T-) oMe fol late m ololy Mminl-Mil-> ama lelilel-vel) 
fofofo] mm ColUMIM-\-lalitrel | mere)ait- meme! 
fo [Tole -Talo Miutoim mero (-1c-1o Me) Me]al- Me) | 
those inscribed stone tablets. 





Calabash plates you see on the ground. 





OBTAINING THE THIRD 
GAD: NAGER _ 


For the time being, go back to the 
uireliamcetelasmeliremexelalilnlt(-Mmromaiel (-m folly 
lo aol collate Mi iat=me) el-yielei(-Mexelliey-Me)/ 
uated ilale Mmut-relot-melsloMalelimery-laid(-lalel hy 
CoCo Ml ofeto) (Ma CT-\ Mf ololy Mint-murle\ ulate mal-reles 
folate Melic-lanle)mintcmidcen. aval tien) oMmcomial-) 
I> qm 7 Col pM Ola ror—m ole l lm lato lm (imate 
Rcol me MC. i a(-t-) om ¢-1-) ome folate Mili molt 
reach the eye-gate. 
at-reloMialcoltcolsmelitoMelaMint-Molial-1m-y(e(-) 
olla | y-Y-M (oy Me) mle hYoMeliveMolsMeyialiivel el 
ct) me) BJ ol ialaliire mel(ole(-- mm lelin) oMeon'(-1 mm (e) 
iat=melColicolguim eo) miit-me)(ole(-\-melilem(Uitale 
Woo late Me] fol oR iat [Tole [Ma pI 9) (iat) 
spaces between the blades, you can 
shimmy across the gaps. Just be care- 
ful not to get hit by the blades as you 
pass. Drop when you reach the end 
folate MeololameloCiminl-minlceciilire Mil-ve lek 
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other Nideso ons ca efully. The e - move quickly. Aft 
gate to the left brings you intoa room sw [ 
with spinning blades. It’s not a _ You now have the Gad a1 
idea to think abot Tite fromeaen will let you swim throug . 
blade-structure to get to the other end. fe(-Ve} latMe) mPY-Yolelyio(-MEa-tel miley to Ate 






her your prize. 
Tel: fs whicts 
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bats (-TeLe tinue on down the hall —_—LeRoi. You’re almost ready for ! 
and pre: ss the switch, phish, will acti- Deadside’s ape challenges. 
vate ible that spans ast ats However, there’s still a pile of stuff to 


| also activ e some find here, so h 
arelimme lite ie [= 
await the intrepid explorer, as do 


: numerous Cadeaux. When you're stg. 


ic right back in, young 














< 
= so be areful 
with Siste eye-ga Mi ai ae L 


ble lava to the right and Bloodfalls. — 
Run over to the lava, where you'll find 
a Govi. As you head back, you'll aig’ . 
cover that there are additional paths 

se rellieMicoluimiit- mo h\lomm.\ eo) ole : 
Deadside had some cra eC 
eh? Take the lava path fo the next _ 
area for the time being. You'll come 
De Tim isi coMem(eh cebelele)Meli-lom iin me my WT 
behind you to press. There are more 
switches to press, which will result 
the Nager mechanism being lowered 
imcremenitally. : 
Watch out for the heavy-duty Sister _ 
that awakens as you press the switch- 
es. Also keep in — that these heii. 
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CLEANING UP DARK-SOULS, PHASE 





: — 


he: ive 





When you’re fiained in the Nager. 
Temple, it’s time for another round of | 
[CTo\ i Mei [(-Ye lane] eo} Re-explore the areas 
WColU AY -MUTS (Lol of-1(eli Melt MuU-li-Melive|ol(-) 
ioe [efor ttre [UTA (oll [ool ao) Mo] co) oJ] aa 
enhancements. Find as many Govi as 
Tol UmorelsMmelale mele) aio) minl-mOrele(-Leltp4 
VialiComfolU Mi c-Mel Mime lela Plolg Cyyolel mi! 
vo) of-TaM | om ol-1e)c-Melemalel iis Be 








Deadside: Wasteland — Temple of Life: 


Sih: 


LO] a= Me) e) efes-Ji(-m eleley M@elele) a 








_ Three in hot la 


Deadside: Asylum — Lavaducts: 
| pits (which wil 


evel 9!). Agi 
















four Dark-Souls in the ReiVeoleloetmelite 
reached Shadow Level 9, it’s time to 
CMG ae Liitmelmtatelelonvmelitemilite| 
late} Mm K-\),-) ig Coffin ‘cToh(-wiilel mites olud 
ed you thus fe 
Master of De 
through ... — 
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After you’ve gathered enough Govi to 
_ door and turn left, go through the door 


reach Shadow Level 9 (95 Dark-Souls" 
required), you'll want to go back to 
the Prophecy Chamber and open the 






Level 9 Coffin Gate found there. This 
leads you to the Asylum ea 





iKoliMAM elem leliimie locate the “third . 
Retractor, which you will need to open 
up Jack’s Schism Gate. The Retractor 

Cm el-\ olive Mint-mey-Terelaremel(olilmccl irom tl oe 
bine chamber (with the giant rotating 
ol Kohicel duit) 





When you enter this second chamber 
(via the tunnel leading from the first _ 
giant turbine chamber), take the first 


exit on the right. Follow this tunnel and 


nate] CMMI CIM tLLI Me Colt afeltl re mites 
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. gts 
77 ag 4 
shy 
is 


ee 
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ol- lame MOxe)alicc) Mm cole)ipMem-) (i male Mm lil-) 


+E. 


Tamiccliimeym col’ elite (ol coma mial= 





ped ft 5 Sats 


The three Dark-Souls are easily found, 
as well. Beyond the wire fence in the 
circular tower to the right of the 
"Teddy Bear Memory point" is the first. 
bolt Merely me loret- Mm lalcoltlel mint eCae 
Tare l=) mu ial-mcolcolilire Mm -i(ele(---m ol-a\elale mint 
second "giant turbine chamber". As for 
the socom Dulmpoul, when entering 
the second giant turbine chamber 
from the first chamber, take the first 
left exit and move through the "cathe- 
fo Ifo] bi area. 





MoU aTolUi lo Melagi(-Me] me Med|corti(el mceole)in| 

meere}aicolialinte Mint-me-x-xerelae mC To\ i mm Lal lal ice! 

Plots Cuyoltlmjirel¥i(omel-Me)e\ ile] ti emma) 

the True Form at the end of the level. 
b ColU moto lalmc-xedalalrexe| | mereyanl e)(-1-) 


cé ‘he the game from this point forward 
- (actually the moment you’re at Level 9 


Melilo Marek (om int-miniivoM <-1iceley(e) mm (elumeorela) 
moloMip meted (-) e-meloMlmelilemere) (tome (Ae 
Dark-Souls en route. 

Travel back to the Cathedral co) 


nee x 


tipha 4 


nelly In, 


pas sport ad i | 


u’re headi Me = 
ul ound! e AR 


Shadow Level 9, 
_Total Dark Souls IS 


STRAFING — Most enemies will attack the moment 
they see you. If you’d rather not help them work 
through their hostile, aggressive feelings, try circle- 
Tigelilite ait TM olrolli mice (tel t Morel Mmy-T-Tum Com ifellic-) 
that maneuver out. 


Study every. word of Nettie’s File. If gives clues as 10: 
what may come after Shadow Man: 
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Comal (=) malcom iat-m KelatololamUlare(-1celcol¥ live m 
lolli | miley i have t aCoM CT Mm iat-mezelint-telce], 


of Pain, and plunge the Retractor into 
Jack’s Schism Gate. i 





When you arrive in Send chamber, 
look around on his desk and you'll find 
Jack’s Journal. Inside is a wealth of | 
Blaicolmialelicliminccim Ullme|colaim Colemiicice lili 
to the workings behind the mystery of 
Deadside. It will also explain the intri- 

_ cacies of the Engine Block. 





Continue on through the small door 
and you'll come = an >i tonne 















until you emerge aie. Fe | ati infestec 3 
area. This will lead you to a giant sp 





ral staircase. Continue on until you © 


reach what looks to be an Wate (=) a 
ground subway station, which it is. It’s 
the Down Street Station in London, 
actually. 








ak -) elec Moll ey-11 Mi Colm ial- Mattia mo) me lolol) 
iatelmelolim\(olemololymin(-molelisicoleliitm 
Dispense of them and keep going until 
Colt Mere) sil-Melolcel-t-MeMell(elel(olei(-le Melt ie) & 
orev aalaiecyColimicelismmczetiat=)mial-mOzele(-TolEp 4 
folate Mole) Mico) mini-m-> (imeli mint melinl-)m-lilem 
lit’s awfully dark down here, so you 
Wilrelmuvelimcome) (tol @eollimintmiretiulite lily 
Colt maaleh/ have found in Milton Pike’s 
area (hint, hint) for illumination. 

aU aint-) mola cme Melole)mmlel (-Mislelmelsleo Mie) t 
low the path fo the left. Eventually 
ol thd | Moteyual-m Come m lel ce [-miolele(-1aelcoi lm 
Zeta Misvelmeiie(-Mcomc-\(-10] Me M-y-lol¢-1m ele [ts 
Tole [= 





IN K=Yo Td e)"Melc- mye) aal-Melanlanlem elelic-) Eye) 


- grab what you need and head into the 
Crate passage. You'll soon come to a 
t large cylindrical tower. Inside is a 





podium of sorts with a square hole in 


in at Meot-1(-1 om :{-Me Me (XoXo (oo Molilo Mel ce) 


down inside. Here, as usual, you'll ne 


fin ONES 
SS 


Rages, a 


have a 3 number. of Ht 
is a path leading down 





Rigel fel 


rel it-te CoM CMe Mm (latet-to walleaay" vhich will 
rere) i fol oxy ma iit-thm el) mel @oli mie drop- 
ping mee down into a px p 


ack of dogs. 





le) ilare, - the f to the path you previous- 
ly a come cras eat Lalcel ele lal 
) n see the 





Vin’. Ere peat the puppies 
that sit i Tam ist=Maalialeuielelmmelivemexelnlililec= 
osm CoM inl-Mal-) Gm oli-ia'M ele ttto[e(—m 





mT oM imeem Wii mel ivoire ment you 
find the next place to surface. Climb 
roti mele eli Min-m\ iol miteimel i elic 
you, because that’s what switches are 
fo) ime Colt hd] R-T-ate Me [ole] m3 [Lo [-ae) of-1) | 
C(I fe fo [-Yo Il oo Me l-Yolohelelep MM I-Yo loli Miite | mum 
re Colo Mom (-r-\XolaMelave Me loMinlcol¥lelMmint-melele 







that says "KEEP CLEAR". This is actually | 


an elevator, so turn around and push a 
the button. 





When you come out, it will resemble 
the familiar subway tunnels you had 
recently been searching, but don’t be 





.To the right fo 


iy 


filled with flies and rats. Time for a 


_ the door. Prepare to blast a pack of 


































fe) crates, which shatt 
Shoot the ones to the r 
iiat-MmOzolo(-Tolth Mla Mmint- Mice 
aY=M ohm coM lal-Ml-imelileMcoliCo\imiil-Micelin 
iv Talat=l em Cole Mime [Uiter.dimere)ail-mllelelame, 
lolote|co(-To lll om oloiismromin(-maleliimmgelce (=i) 
itelmiolme Muililei(-me litem <1) «) going. 
You'll find some goodies down at the 
end if you look. When you’re done, 
come back to the boarded-up area 
and blast goer way through. — —* 


ror TunleMeleXelelcoMint-MelilevemedileloMelive Me | cole) 
any items you see. Continue through 
iiat-melole) mela Mm ia(-Melisl-)m-y(e(-Mmelale mm (ele) ¢ 
for the door on the left. Inside is anoth- 
er cylindrical tower. Do the duty and > 
fofcoyomeolo\ Ta Mmis(-Malel(-Mmlaliome Mexelanlivmeli-re, 


Tre datstam olemeocelnal-MeolUl me) mial-Mel ela) 
(don’t drink the water!) you'll be in an 
area reminiscent of the Cageways. By 
ato VM ColUl m=) 4e)lelconivela My. ¢1/ (Me li-M elce) olen 
bly kicking into overdrive, but your vet- 
rT ilatolitelsmy diitme come] mm ialolmyel(o Mme ial-1n 
you’re rushed by the pack of dogs, 
shoot ‘em dead! Shimmy along the 
wall by the ramp to the next level. A 
late) om Com inl-m ellel-melaloMelaloyint-) mm comm ial= 
ut->qia (Tole [ MU Meldlile Bolt m CoM ial co ler 
(0) j crates on the other side of the room. 
Back-jump to the crate and head in 





ekefelod s(-.- mmo lite Mmiil-lim (ele) Mice) mi iit- Melon (are, 
door. Blast the lock and keep going. | 
Roto) Me coy meoliteyiit-vm ofelelce(zto mt) oMe lola i) aa 
(You know what to do!) The next ¢ 
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is actually another elevator, which 
you'll exit from the fo) o) oLeL-Ti (= Mey (e (=m 
Again, a few options for you. We'll. 
make it easy and offer this Sigg etiion: 
keep going straight and throw the 
Mi vot sim Col Morel muro) Wae fom islcoltrelimint=) 
door to the left of the switch or you 

foto lime Come lol Mint-m clei MmroMint-m (=i me) | 
where you entered. The path to the left 
of where you came in will put you 
(olor Coli (olor Mi ismeoM olelel Me) melolel mii me 
Teale || Mj ole fex- Myo (e] (-Mln(-Mcolln =m (om ial=) 
Vio) mei Coupe Ol co iil-Melivele(-Melare 
rot oT alm lalcolele lamin Mur-> amcor Mm ill (=te 


ire.. 


1 ahi 
{as 
PS 

* ail 
a 

ie 
We 
saan 
ie 





WihiaMa'c=t|(-Ye Mexe) gd o\y-\-mrelale Mi (1 
iiil-Mal->.4molelo) mi (-Yolel-miColUm (ome Mel-lelvolelaim 
complete with a gruesome body under 
a blanket. Continue on to the next 

(oT f-Yo MEXo) (ol (-T MMW LuT-1¢-M elt MM ol(o1 alt] 0) 
another Accumulator. Lucky guy! Move 
mrolimelaleMerolaiiiilt(-mel om in(-Metelaiiell a 
alors C-xeCe Mm ColUm CoMelateyial-]m-y-) me) | 

rod so) Cox Colt oxo li M=Vi1nt-1mm cel CMe) (Nop 
Colm CoM iit (-)imel mm ole mexels Miami Mm ial=) 
greenish spew that constitutes a pool. 
If you choose the green pool, be mind- 
iT) Mo) Miat-ey odialaliire me) (ele (=m ol(-Yolt-1 MO] s 
foro] UE - Min ial=) cme l(-Meqalel(or-- My Uiial lames ale) (om 
Sa (To LV idlale Minl-miavels ek -\\(-10 Mh (oll (olere | (-) 





, 1 
the tunnel to the left. There is a switch 
to be pulled which stops the blades 
from spinning! 





La [Yolo Mofoloy @olVimeliloMe (ot) oM-Vi11\- 1a iat- im 
Mol fol mol mial-mieialal-)melimial-miclm-lale Me) | 
Lial=mm oXete) Mage) am at- Myo] (- Me) Metelalicy (lites A 
Col (Mi iat-mUlalit-)molM@mis(-M-li(e Me) Mm iil-m elele) B 
Teli ivelcom lili Melt lelacelex-Mlalce) 
folate) int-]mm ole tttole [mal foll @inicolerelimint-) 
t=) quelle) melalo moll mete) iil-Melet-milenielex-) 
with Jack the Ripper. 

This homicidal pain-in-the-rump 
i Motelaitalecoli mele) emeloamicoluimial-) 
ceiling and attack you with hurtful hits 
you’ve never quite felt before. 
Ui rola ivlaveh c=) AminlCm dale Me) mic-teliiil-Jali 
gets extremely old extremely quick. 
You’ll have to get used to the timing of 
alte lie lor Hm Toler alifolvolwm Ulan) ollalemelire| 





io) M com iavemy(e (Ma | Mal=)| od. ¢-x-) eM allan me) i] 
Col U] Col] Mew col met eolll me) i(-lal1- mC werel iu 


_ cerned, the Baton works well on him, 


since the Shadowgun is a little too 


: Wi-te] @icome liven d\mellimallimel vel A 


You'll want this battle over with as fast 
Ke fw efol-t-j/0)(-ma-yolm ¢-\-JoMeolmalluimUiiNMm ale 
Baton, and when you see him changes os 












from Jack into the fefeye | 
the strange contraption. 

accomplished. When y 

find yourself in a Abel. ¢ 


















. peer co 
sit form, you'll know! you're 
close to beating him. When he finally 
doubles over on his knees, finish him — i nual 
with the Shadowgun. You'll receive a 7 & Total Dark Souls 
Poigne, Gad Toucher, 


Prism for your efforts and another 
Dark-Soul. Continue searching until 
you find the Soul-Gate, whict 





Vis Yelavelp 





TM CO) il od] 4 ee) mye) anl-Mc-vocxols Mm iiirelimereli my ielale, 
CoM ol —Mil-tol ma Colt mm USM iam yicelire(-Mmeol-lexelilellinme (Vit anre 
your advantage. (Hey, wait, is it my breath?) 
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FIRST ENCOUNTERED - SHADOW LEVEL 
09 - MINIMUM 95 DARK-SOULS 


When you come out in this strange 
area of the Asylum, you’ll see a door to the | 
ite |ul me) Miul-mrelse(-mcoluslom ol c-m-yolilellite Mola m 
aC-Xolo Melo iM mcolul ME CM ut-M lie (-lalate 
Tall eX-Teme live Ml (ole) cola lal-M lole) cole) MoM iil (211m 
AUiltm Me) oX-1iMmint- me lolol mm -i-)' late Mint= Mm leled Coley 4 
Ee Me lolo) mintoumeli-ry-Jalil’meore lila m ol-Me) el-la\-to Mme) 
al-mire li mol mit-mcoli omc MelitelinC-meliccem iii me 
Colo) ¢-To Meloto] am (olll mal-> @muice\(- Mell l(o Ml ol- Le) 
Lelaa) omelet cots-m com ial-melelelme) minl-Mielitl omy lilex=) 
it’s the only place you can get to right now. 
by ColU id | ered Mol IM CoMe Mele (-Mi-luler-XomliMeli-tom 
Tole) Miat-mtall elmo lire misce(e(-Tm itm (olel Cole) @ 
which will open the door next to it. That 
door merely leads back to the startin. ‘% 
ool MeXomeloliMmelelinl-m iis mi male) a Instea = 
walk over to the re pipes on your right. 








This will lead to a couple of snipers and a 
tunnel. The tunnel leads to a gate on the left 
folate Me Moloiii mol mint-malelaimmcol<Mint-male lim eleligl 
fom) amicololuimm Colla motel molli mel mie) oo) me! 
fore fe l—Matelfoliate mom ii¥(-a ge)tuimel-tel dm lati(e(-m 

Peg the snipers and pull the switch 
vo CoM am cl-iCo)Wam (ol (Mellie) MW iols @e)miil- Muito) in 
CUM alo my Coli) es MollimeolMmallMerele(-MECi cel eM lal= 
Told Ge yol¥] Meolalomy-TolColaMinl-Merelel- Mol mulele-m 
fe fofote | (-tme Nat Talo lvol-maal-ToloMialvoltle i Mint-melole) 
at the other end. More pals await. Keep in 
uillaleMiacohMmlal-m -colrolamairel (cM lilelam lols ae) i 


these big bullies, so don’t hesitate putting) it 
Coote fololo Mi Ut-\- wana 
After you’re do Rasiing the next True- 

to] dummat-releMialcel'elimin(-melele mW Tima miiale | ae 
Kolin) MintelMim(:\ol° MoM (CUmelile) lites big-boy 

fe late Me MY-) Me) ie) | l=. ome tter-1alo Mm ge) (oat) 
pipes around until you ig-TofolsMinl(-M-lalicelater=) 
near the ceiling. When you get to the bright- 
MA ILM'Ze 1 Co) colo] ta Mm lnl-1(- MMe Mi lolol (le Meleole] mi le) 
alm (lime lave Meli me) ol-limelal-Mm com iil-male |i mm Crem ce) 
lal-Matelaimelitom’colUMiMilsomVollicx-lim elm ture llit= 
Block Console Room # 2. Time to look at 
Jack’s Journal again! This time the 
sequence is 1, 2, 4. Use the Engineer’s Key 
to get it done. This will cause piston # 2 to 
cease and desist in the Engine Block room. 
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1 hate 
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1 i 
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mma) Wam lis Mi CoMUCimivelcelolimyic-t-1) 
Tam eC-t-Jatme lite Mcelet- minim y-lelel Mm Gi i(-)mlale-ve] me) 
the Birdman, Avery Marx. So pack your 
aliitetmelite me [-1mul-telel-toll lolol @ifomiit-) 
Orel isl-tolvelMelm wellim 
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ment, you must first vi | 
of Pain and use a Retractor up 
Avery’s Schism Gate. - ’ 


4 





In what is easily one of the 
creepiest levels of the entire game, 
Shadow Man must navigate a run- 
down New York tenement in search of 


ue 






Avery Marx (the Birdman). Dead bod- 


yt 


ies galore litter the house, so don’t be 
surprised if you find a lump in your — 





When you enter the area, your new 


buddy will have some words for you 








'er-t(olicWale)eliive mel meme lamin) dare)! in locale. 
This city fone t atotMaarelahy 








molwnrrs and ibrways, : Yo) to tell you 


sary. What you at=X-Co Mi Come(oM ic) mcm 
Mitele) ae lite Kei cols] 


That's right; your guns work now. Use > 
this Comolli mofo \foliicelel-Meoliromollianl oman 
full of metal whenever you get the 
shance. Eventually you'll find a switch 
that will activate the elevator. This will 
{=ToLlo Mi fom-y-\V(-] co] M@xelel(-Yol') @mel-M(-| Mel-we| 


fo [9 [o Col etm =)" <-1-) ol late Miat-m -felcolime lice, 
yitefofo\ fol Vitme lm is(-mc-relo hia blast Avery 


which way to go first is really unneces- 


tan 


allan] ol=) me) my(=) malrete(-JaMmivlalal-] Cem oll mm lal ty 
(= CM ato) Malstel ah mel Moty me) metMeliii(eltl || 








Talm-telblelir<-tamCi cole ila itu melile 
: DYol a Cyyol 0] Mal- ma (-To (om Coll mmial-Tamel Coy 

















whenever you see this sick little pete 
fof eyel-relm 

al-Meolite] eo] ol-ToleM lime Mer (ol¥ (emo) me] ¢-1-] 
smoke, keep searching until you find | 
| him. Like any good shampoo, repeat 
as necessary. Strafe him with ie B 





D) FN Es Me (-1-) oMlimiilincomincolme(-lolismCcMyolul-iiltit-t me 
(ors (-] Mi nalolo(-Meo) Micelatyelelaroiifolimmal-\Amex-lale Meolmiitiivolace] 
Mfofoto foto! foliile)mjalolli(oMmaloh-mve)an(-M el-11 Crmulerg 








AVERY MARX & MARCO CRUZ — For Avery and Marco, 
ColU Mi aalrolamuolalmiomiamis(-m celssloleme] ole) celolois Mumm olli Mm lal-) 
wiser man will take cover and go for a few well- 
placed Shadowblasts. Believe us, there’s no shame in 
being a little wussy pansy boy. 
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Mt at=talm fol) me] eo) el-Yol mela Mial- Mol ial-\ 1 
side, you’ll want to dispatch the — 
Tallel-Vemintolm voli melcel litem cola ZolUMENYZAll (=. 
looking for the switch that will open 
bint- me lele)c-Meolm@in(-mielm-lile Me) mial-mcoleliim 
bColT id Malo (Cold ol -Tavel dase me| (ole felarel| 








jump from the bridge to the wire. There lie 7 sae: 

is also a pair of locked doors on either Defeat the children and continue on 
(e(-Weo) Minl-Meolatele(-Meolli mela my (lia fofeK Melalo) all my-) me) melelo) CMU mele) 
voloTo] Vi Mi int-Jism col male ame] iter-maolvim ol 11) litem Col ict M lame Mi Colate Mm elettrele(-Mm acelin 
yourself across, the path to the left here, you can see the Soul Flumes from 


Yoo lM (ome Motolt]ol(-Me) Mm ololic-\ Mm Zill(-Miat- Mmm) LLAC-Ume(° (2 Mel me Lat) caged walkway. At 
ilelumoloiiiMoli(te Mm inl-m-re| me ler ilolaMm -1-li(-) mmm Colm —lireMmolaMint-Male lime CMe Mm (elilal-) Mos 
plan on wasting some big-boys, ColU mn Comes lial oMlilioMm xe)i Colm lal-Mllalat-) me) 
jel —Tote UE lilo h mt--> Color iM aol molt | Meol- Mmmm lal-Mut->4melc-lo MA ial-le-MeltM Mm laleMe Mm ic\ iY 
volo) late Mu Lom Coll ley-1| Meo (oh’(o] melaloll o) (ol Mo) Mmmme) Mmlalot-M lol ve [-Me(elo) cM (olU (Ml ol--1) By-\- om 
rola oto (Taito mel MicoliminlcmUeliirele (=) Take PmelColate mila Me)at-M lolol (-leMelale| 

point while you can, then drop down Ta] fofod ¢-Yo Mo lofo) mmo] ¢-Miat- Mela] (olor.<-to Me lolol: 


to the ground level. Break out the to Piston Room # 3. Take a peek at 

Engineer's Key, which will unlock not M [ole] @-Maley(-\-melale Mele) aie) mi ial-Meoxe) iyo) (-) 
one, but two, big-ass True-Forms. In fofolo(- MeO] melolaWamelireMmietymc-vele Mi iit-Mal-) 4) 
fore LX-MATfol Um al-{-leMJalolole) ia foli(-) mm ial-1a-¥ sentence. 3, 1, 2 is the sequence. Use 


the Engineer’s Key to switch the levels. 
You've now stopped the third piston in 
the Engine Room. 
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rel c-Mefelic-] (Meola ce) Me) Minl-myialledielc-) 
alc ColU mi Colelalo Mi lal- Mele Cele) @ 
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FIRST ENCOUNTERED - SHADOW ___ behind a Level 6 Coffin Gate. 
LEVEL 09 - MINIMUM 95 DARK- — 















alol com clopui(-me|al=vole Mm 
folvel litem elon ii-)m lL comemileiiite! 
though, so your energy 

might be 
better saved for some 


_ good offense. 




































If you’re truly intent on din. 
illite MinC-M-lililcome(elunt-Melale exe) s 
C-Tod (late M-to lous me late M-\V(-1a'Mi (etme) it~ 
of the 120 Dark-Souls, you must 
first visit and defeat all of the _ 
Serial Killers. Assuming you’ve 

fol ic=vele\mel-Xoim-\-la mluiclp @elite 

M [ole] @iinl-m de) el-]amel|c-teleh Mm ole] 
ey Mm UCt i Mm al-MCTolve(-)1(-mOzel ela a, 
Jail in Texas again to face 
Marco Cruz, Milton T. Pike Tate | 
the granddaddy of all Serial 
Killers, Victor Batrachian. This i 
time around, however, you’ I 
oN eMeliMe(s(e(-teM-Yole(-Melecol it] 
Uilivelamelatemutelcorom iia Mm iat-) 
Shadow Powers that were 

jo) colle laimeleofol lim om -Terl| oli lale] 
Liveside. 








paras SERFAL- KIL 


NCO} E Lm folUmaleh(-laMmreltlarel 
the Enseigne yet, now might 
eamx= be a good time to locate it. 





This 


your own rere (i.e. after Nettie's 
eclipsed the world, allowing you 
‘to use your Shadow-Powers on 

him), you'll find that these one- 





Wasteland, near the Temp 










dimensional cats are not hep 
to the ways of your Baton. 
-Strafe their butts, Voodoo-style, 
rorave MilalSvamintcuuimlacetiareltrel ii 
with the Shadowgun. After you 





waste them both, there’s not 

ale lols m=) (1-mComeloM-» Cor-] eo) mele) 4 
around. 

When you're finished here, you 
fools mal-olomelolol Mico int-mOrelint-relrel, 
fo) ollimelive min c-cyire leit iit-melal=) 
last remaining Serial Killer, if you 
ila M lire Uteqre]m-rehiceleni(olae 
Youle CZel(-mmelalem eo] (Vlate(- mit 
cy ire fence) me(-1-) oMlaty(e(-M i Mm dale 
Colm =lil im -relicelolcolim-m (ella @ial=) 
folC-To M7 timint-mircolco Mel amin(—melele] @) 
you’ll emerge into some sort of 
demented art-room. The door at 











leads to the courtyard of the 





_ down without much hassle. 
ie Co)" "Am oko) ai co) mint-Mcololi Mm Uil-1(-m (el! 


mColitomilclicop mi miminicel lela iil 
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Gardelle County Jail w 
folate |(=to MT iamexe)ait= Se al Killers 
before. i 
There you’ll engage in mortal 
vexodanlotoi my Ui isie Mal-) [Core] oy (=) ami anl (oda) 
is easily dispatched from the rel- 
oh IM (= Meteo] (-ya"Mreo) Mlal-Me lolol allo V7 


you’re standing in. Liberal use of 
the MP-909 (provided you’ve 
ott} Mere] | (-Tor flare Meolunliomel Minit 
time) is a sure-fire way to bring it 


tangled with Mr. Pike. If you look 
roTcolel ave Mmat=telmist-melele) Gl-jimere)aal-1 
ro} Miat=Mcotoluimm coleM | Milsleme Mate) (-min 
iiat=me (ell Mialejm (-yelet-MmeleMetelllan 
olfe MeV mint ole Cel Molt Mal-{-to lk fe) 
Cote) Mico) meme (-\4(ex- Mla Mmiat=mVellmidiinl 
ro <= \"ArorelvomlsMimmlaicolaitiileh(- ih mminl= 
aleliloMemyillmebicelolil-lem-eme(e) aha 
jump when you see it. Once 
you’ve liberated the key-card 


machine. 
Now go to where the helicopter 
ie lareMaelamel em rom ial= co The | 


Pee = 





ee 





: 





ro foXo) mre} Mm lal- mice) om Mure)! mre) ol-1) am 
On your way there, be mindfu 
of the headless guards (pris- 
oners?) who wake up for — 
folate} intl ame fone | co] lato m 

Toi iceleralfela more [Uitte Mi lal-T1y 
ut-Te Cot foM-> qo} fole(-Mial cob lela) 
aallateprevelalice) me lire Mave) Wmmial=) ag c= 
Coto) diate MColmetyeolidiag 
Unfortunately they’re going to 
iia’meliteme (mim icolum elem Coon 
if it kills you!). Not the best of 





circumstances by any means, so 


deal with them as they come. 
These guys aren’t that powerful, 


but they’re anne ife) yg alt=) 


least. 
Enter the door by the holeackn 
folate allamele) 2a Mia(-m-y(el/ cme lerylel= 2 


iim eX=melaleyinl-m¢-)\ aero io im 
machine. Do your duty and 






<I fo you. Head across 
tyard to the door on 
ial=) opposite corner. Inside 
you'll see that the gate has 
opened. Past the gate and to | 
ial= Male lam meme Zaalavettitlaa mm olty 
there’s no time for playing 
Yee) oS avel a 





Taky (-Xo fo Ma <-{-) ole fellate Mel ilo Mm lele) Mico) 
re Me [red WiTale Mc -to Male) (- MU a- mace] |B 
It’s more like a ventilation shaft, 
olUimcolmel cel lili emeve] (mM | mere || 
mo Malo) (-Mm | Mm olemelolaimm''(olilmirome(e) 
rola \Acorcohilate Mm Colt mere el (eM (ole) aio) 
ial-m lide) itm com iit-mate lime) mime lale| 





walk Te the stairs. Either way 
Vol 0 ia | Mote) aat=m ce) another key-card 
mechanism. Swipe the key- 
fofolcoMialcoltretal the machine, 
folate Mat=xelo Melty mre) where you 
made the right into the gym- 
nasium. Keep going past it 
fe faTe! you'll come to another 
son courtyard. There’s a 
Schism Gate in the courtyard, 
LTT molt mereliimme(oMelaiiire midi 
it yet. Look ym Melita live! 
fo) ol Wa al-meyro lcm come lateyial-1 
key-card mechanism, which 
Tetsu ofeymme Mave) (==) me) mul-te len 
less bodies. Continue to where 
ii at=mme (ole) cme) ol-)a(-e Ml oh’ mlat-m oletets 
ies and make your way to an 
area where you can climb > up 
a level — the cinema of a 
elele) myo] oM-mal-1eleM-) de) (elel ale B 
'CT-\ Mi ial-\- Ma (ome M elele) eveleluimelare| 
"Colla | MX-{- Me Male) (-miamiit-m elle 
CT=) Mi laY-Mat=)| Moleime) Mmiil-iome lire, 
head for the Schism Gate 








TT i-1c-M elem ile) mili-le-com ule Mi ilivelt Mmm colm@.<-) erelcoMuale lori ii(-cmme late meleai i 
Pike’s location. To the left of that — 
fe Me (-Y-) eM iolimiive| mile Mere) | V- ome 
ATCUILIN Ae) XcUilsxe ME ce) Melon 7iMelite im 
fo) io) WM ial-Mccrom lim eleliie 
Lint-)c-Meolcomaleleal-icolecmarel isle b's 








Ma ilimexelaiilaleceli sare) ol-lamelorel ale)’ 


defeating him, obtain the Prism 





rPrrre; fe = vag 


| 


SS 







ee 


* 
we 
‘ " ° 


Beare, j 





ar Rgegee- te 


4) 





H 


4 





SITU el IaG, 





vate every one you find. These 


folic) meColo) al fo Mla m-y-re lU(-laler—m 

y Col Ui me Colo | Moi muslim ole) alm cme 
roxoyaviinleC-MeleMmelaiilm cole milire Mminl=) 
remaining (if there are any) 
Serial Killers and destroy them, 
unless you’ve already sent them 
on their merry way, of course. 
Witoa Colm -SoliceCoual(olamUlimelceletele) i" 
be the last Serial Killer you face 
... and the deadliest. After 


he leaves you and open the cor- 
responding Soul Gate. This will 
icelaty ololam\{o)' i ofe fed Gi fe) the = gine © 












‘aot 
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Block. 

Then, assuming you’ve already 
shut down the Engine Block with 
iiat-mele)elco)eldrei(-Merelanlelinreii (elite 
your final duty is to return to the 


Engine Block, find the a few left- 
over Dark-Souls, and destroy | 


Legion and his subsequent True- 
Form. : 





Nout (ollie | Meolco)ofelo)miliemintel 
fof) (Toi ilale Mm R-YelfolameliveMalCM@ lal (=o 
Form goes a lot easier when 
elem ate hY(- Me lal-Male)(onre) miaMmatelalem 
So you might want to skip 
fo aT -Tolo Mi Com ial-mal-> @my-leqi fo] y 
folate Milive Mel mute) Mm col (eletei(- 
this bad boy! 


Come (-51 1 fo)" K-Yo | Cola Mm fo) Cool U1 
dead brother Luke through 
ial matel Me) Miat-m sale |lat-m -J(ele. @ 
AV=ya trol WA olUM IMJ i-)mliicome 
Col ke (Mo) of-Ta Mol c-ToM c-Vaalialcver-val 
ro) Mo Minlcolat-icolo)is Mme olelaminl=) 

~ chair will awaits Luke, and his 
terrifying secret! (You don’t 
alia a (- Mom Ciilare miivelmerel mel ty 
- Of the bag here, do you?! 

_ After some haunting conversa- 
tions with your younger sibling, 
Legion will appear. 

A swordfight ensues, but 
fofol aia mcm (ole) (-le Mem moll minlial 
ol tia (io l=) (To) (-To Ml K-Ye [fol Mal-1i-s 
felt a eo) folofe lo) WAN volar 
ie jiltmel(elere) fore] Maal-Jale(et-mVitl 
soon show his True-Form, and 
iat=)a Mie] om com folUmelslemi colli 
- arsenal to save the day. Just 
~ try and remember what 
worked well in the past — 
Jitelilate Mme felele Tiare Meolalomal-ve ha 
artillery! 
ilitimmelic-lme(=yiceydlire Mm K-tel (oie 
oli late li a el-melel(-Mcomc-lllalic= 


_ with your dead brother Luke. Or 


MT ole rae dallivetMelcclilme lito met 


_ simple as they seem in 


Deadside. But by now, you know 
not to be surprised by anything. | 














IN THIS SECTION, YOU SHOULD HAVE: 
me > ¢o)(o) (to dat yo)a mm Oxo) | (-Leq [To ie 
LC Mere lve Melatome Flats has shut down 





-Used last Retractor to enter -Follow Luke through Engine Block 
Batrachian’s Schism Gate ae Confronted Legion, Discovered 








-Finished Marco, Milton and then secret of Luke, Destroyed 
Batrachian (3 Dark-Souls) _ Legion and Asylum!!! 
-Used Batrachian’s Prism to open ‘3 Shadow Level 9, 
and enter last Soul Gate - Total Dark Souls=115, 
-Revisited — — Engine Block Poigne, Gad Toucher, Gad Marche: 
Gad Nager, Liveside Eclipsé 
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Now that you’ve "conquered" 
the world of Deadside, you might 
wonder what else there is to find. 
Plenty, actually, if you want to 
Tol | \ Morey nal o)(=1(-Mlat- mele las\- Mm (eo) 
begin with, there’s the Violator 
CoM ilatemmCoMeley Col minlcmeliiiiite| (=m 
weapon, however, you must first © 
locate the five Accumulators 
hidden within this game. There 
are three in the Texas Prison és 
level, one in New York, and o1 
TM item Kelare (ola M ite l-Veelcoltlave Mal 
them in the Playrooms where ss 


OLAT 


seconeenee a iieeiinmenetesi gine 
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ek MM 
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OBTAINING THE VIOLATOR, the giant, sleeping True-Form lies. 
CALABASH & BOOK OF The a nice little weapon 
SHADOWS 





fs. But unfortunately, it 
consumes ammo like a family 
ro) MUM -Lolilive miuvelacxe Mire melits 
ner. Be sure to keep this bad 
boy handy, ale) (=\"(=) ail ol-Yore [ULy=) 
it’s one of the rola WAR =Ye] okey aly 
atolm 7 Mat-llomColUmiim yell milive] 


©. battle with Legion. 


- Secondly, there’s the matter 
Mame) i a{- Orel (ololetya Mm (oll Ml Mal-\-to (c) 
be powered up to Shadow 
R-W(-) Ba eo) co (=) mi come (olal(-\)(- Mal 
Kolc-melaiico(oymm ColuM IM ilive Mm ial= 
Calabash (which smashes 
ce) ofa el BM luress—eive late (=m 
Tiksed tlel-to Mere lfolefoljamelfol (tain 


: . the ground) behind the Shadow 


Level 9 Coffin Gate in the 


= , Temple of Blood, above the exit 


ikelaaM Litem ve linlMe) m)ale(e(e)\ MO) a lox=) 


you have this item you'll be 


fo |e] (=i fo Mo lorer-t sm irom Blold evvoltl(s 

Tamint=m(=)it)e)(-Me) Mm -i(elele Mme) al 

Dark-Soul in the Bayou Paradise 
(beneath one of the crypts in the 
foi cela \Volvop Meolareyiat-1m Pleliacvellimia 
me — of a ik=Mme late, patie ro) a T=) 








a 


What on Earth would you. 
ela mre ae pty alk much” 





every last Mikin' Dark Soul, 


BS enc 


you'll k of =) able ite) teach Shadow 


Ech, in turn, will 
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ial 
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if 
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Coffin Gate sthp the |=] [efefe | fel || 
at the beginning of the Marrow 
Gates. PC and PlayStation users 
TM (late Minl-m -Lole) aol mie Lolo) 
N64 users will ilare me! second 
Violator for twin-shootin’ action! 





you didn’t have these items, 


ics 


rire) Wmexelt | (e Molt ig | : 


af i 


ts 


Obtained 5 Accumulctéll (3 in Pri 
Went Ce) pone Used Ace 


‘oy at= Mel mre) ome) steps in Temple of Fire (Toucher) 
voy iT-Walelalmincice(-Mint-melele) of Temple of Prophecy (Marcher) - 
bo} oj} foliat-te ll -folo) Mo) mjatele lo) Cm Co] mt-rele] slo M i fo) [ej fo] 9] " & Level 10 Coffin Gate 
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baton 
engineer bral 


~ ASYLUM f shutth 


Z 


~~ 


la lune 


shuttle/, PUT 4 


y . ae Kageways wh — 
ee lambeav | 8 ; 


shot gun | 
hand gun 


Bayou Paradis 


shot gun I] : 
key card prism II] 


accumulators Il] 
machine pts 


“GCarc elle Jail 


7. ] 


flash light 


accumulator I 


i rdant St NY 


accumulator | 
prism I] 


jack's journal 


ae Staten | 





Here is a map 


‘I that’s both deco- 


ol iM(= Me late Mlalie) ce 
mative. Use this 
amoredal i laterite s 
with the internal 
C=\V(=) nate | elm ce) 
get an under- 
cl felatolfale me) mare Y 


— the levels inter- 


connect. 


The coffins repre- 


sent the Coffin 
(eToh(t-Me late mints) 
number within 
the coffin repre- 
sents the shad- 
ow level that you 
ale) ml el- me] Mm ce) 
enter that specif- 
Tome [oi (8 
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CHAPTER FIVE 


AN INTERVIEW WITH SHADOW 
MAN’S DESIGNERS, SIMON 
PHIPPS & GUY MILLER 


ACCLAIM: First salvo. Who the hell are 
elt Mello mM Taloimeolint-rmecolit- Malek om elt) 
worked on before? 


































Simon Phipps: I’m Simon Phipps, Senior 
Designer here at Acclaim Studios 
Teesside. For Acclaim I’ve worked on 
oo} | (-To ll folus me jaloColo WM (olamelive mein dive)(-) 
al=Yo]oMeo) Mm ¢-4 2m e)co)(-ToMiilolm(-tele me] ol re) 
Shadow Man. | previously worked at 
Core Design for about seven years and 
Wom ial el MV -to Mii melediate MAU Ta aialiile miceyi) 
eycotelcolnalinlinte Miomeolam-mei-cjielimelala els (-187 
ro) Mo) colol Coy (Mintel malome)al-Malet-m-\)(-) mul-1el ce Me) i 
folate MoM colint-lmcolce(-1 meme Lalor tlollare Mel al-) 
game based on Monty Python’s Flying 

fori colli Mmelareyinl-lmeolelellimemiclim i iiimem ile 
and a very fleeting involvement with the 
fod alo [colon (-] ao l-Sj[e]a Me) me Mer-laceliimel(elice]| 

't] of-Vagele] ol- Mm alesy-Milelii(-M-)(0ro(-"Manl- meh my iil- 
moment ... 


Guy Miller: | am the Walrus 
... and | am thinking, there- 
fo) (=m eo lsi Mere me laimel yom ClNny 
Miller, Creative Director at 
PNXovoi(ollaa my it rel (etme (-1-t-1j (0 [- 
For |am many. | have 
Wieyai¢-te Mela colo Maite lah] 

| games at Rare and Core 
| Design — Wizards & 

fe ladtole-melileols -feliil-irerelel-) 
for the NES, erm, a few rubbishy games 
ro) Oro) (- Ma -]ass Mme live feleslom -cel(e(-) ame Mo) | mame 


yp Notomm alo) Mi folate mace h mm oltmol- im old dire mela) 
Sy aTofofo) iM Cols mmelaremialelmereltty-le intelli) 
fo}(ol a jatefolo\ Wm ola micclanmin(-m-y (ele) (-Me) | 
Acclaim Comics? Why not Magnus: 

Xo) ole) Mate laii-) mmol mel it= me) min(- Mol lal-1 a elele) Crd 


SP: Two years and eight months. A very, 
very long time ... Regarding why and how 
— the guys from Acclaim’s head office in 
New York sent us a bunch of their recent- 
i Acilelllslelat-rom Vorel(oliapmOxe)ail(etMelilei oles ts 
cally said to us, "Pick one and make the | 
ol 5) me fo lust (ol tM olelt)] 0) \'Meorolam olety-1e le) ail | mm 


WA mel folai mice Lm cm Colare ia Cole [-Ted [o[—ma fo) 
fel(ol @ Jaleo lo) \' (eo): Maem tl- (ole) CMe tel lh mereye)| 
and stylish, and the artwork in those first 
four issues was so different. It really 
lakye}ic-veM UCM -10) mu (ele) qmelj(el-Mminl-Mc-vo]Mc-leb 
son why we picked Shadow Man was that 
CTU Me live Mui cy-)imarelomel\ ole mi olsi(-lol (emele) 
ofa m=) ol(omm anh alalcoxe| mat-leelromeleh(-Vaii0] (=i 
you know, the kind of thing where the 
T-] Com [-fofel-Me)imeolime me lc-teime tlt) mi fe) 
Syigelate[-m(olare mile lcm ilere-vellel(-Mentrel lio e 
yareleic-t-Maalelaymureicotyallel-Melalomin(-lemcciliait 
Kom alm ela remicelatycolguit-tomiceluiMmial-m el-exel 
TMA folMe im iat-mol-rellalaliale mol min(- eco) aA 

A (= Me (=e lo Me Mle) Meo) mm leol-y-) 0) 1 ze 18) 0) el-)| aa 
arom i coy (=m lal cM lalegc-relle) (=m elele) @ereli(-vo 
Hero with a Thousand Faces ,which goes 
Talrome|| Me) Mmin(-Maihaiicmicoliime colette miat= 

Vo dCoMeliloM-> Giceloucmereluilisloliminl-ail-melale| 
A Zanlele)Micelutmint-l1s Mmm Ozelanlelel-l1M->.4e)(ellat-re| 
iatolM@int-Mal-lcoM ua) ainmcmerelitlalelimiomel| Mell] a 
felc-t-me late Meteyaiveliat-moe Moly mall iilel-) me) m) 11a 
oko] EMiatol marek (-melaMmlalerelat-yes(olet-mi-tyolatelaler=) 
in all of us. Anyway, we were fascinated 
Vitam iatolm'Uitel(-mel-tomelalom (1c folal late I fo) 
lato M (= Mo MeColeolmer(-TolilaleMminlolm diulemeolm-) ol (es 
aT-TcoM sal aismmel im mem iCe(-remelolal-me-Vlelale] 
roto) ant--we Jato Colo) l'm lola Ma lole] (ialemtemeloldal-To| 
oxoto) Mii inmel| Mint=m cle)(-Jalice|Mmrom ol-MinlCMm dace 
fo) Mal-1comite Uig-wme late (=)1 Ma ial- mi c-) Me] 
say, is history ... 


GM: I can’t remember how long — I think 
mane Mateh-m-yiolat-leMelcolllireminl-miliit- 
Likesi-w-Naal-JderelsMedsle]e)e)(-\-Meolltiey (-lolme, 
ole fo me) m-teMejime mille M iim -le.)(e)iMaleliele) mame 
Cel MaMa e ll ¢-Yo Mal rom Vered (elisa) rele) (=e) | 
foto} unl fox-wace late) c-to Mm iat- Mare] ey—c- we late Mer gloss) 
ate LoCo) i "folate ya al- Mo l-Mial-mexele) (-\-) me lave! 
ial-Mastosj mele lare (=) coltt-Meisle|foler(-la Neter(ol iia) 
lalofo Mum -\iyomiat-meoleZalglelaimecelul-yel(ohy 
potential in the Shadow Man universe is 
bloody fterrifyingly vast. Big, even ... 


PNeromm' fateh mm (-1¢-Malal-melile|lale| mololy-mere] ah 
for o} (Mo) dail me folunt- raw Nace Male) un (ol mm imei mem 
lato EM iat eo) co) (Toa manleivoli-voMicolumint-melaceliacel 
voxe) aer=) 0) ig 


eT MEN Vi fe titelatme l(-melofolo Mmmm aileicelicelat 
icelusmint-melateiiitelmerelite ol mccuitell mm l= 
Asylum. We planted them and they grew. 


SP: Not too far. The Luke plotline and 
Jack the id] o) ol=) aa involvement came Tame 
story ... but, fundamentally, once we’d 
thought "Hey, where do all the dead mur- 
derers and Serial Killers go?", we were 
set on our way. 


Acc: It’s been well docamedied that the 
ic-To fo] pi exe] (= Me (-Tol(ol-Te CoM ulol (Mm Rolo Oz ce ii 
a female c acter, was that if you were 
refed Lave Ma coll of-M Col cet-Xo Mm COMMCel Co Melit-(o)i(-Matly 
around a screen all day, she might as 
well have a shapely bum. What good rea- 
son can you give the gamers to watch a 
skinny black man (and his butt) run __ 

fol gol lave ire | screen all day? : 





GM: Isn’t that. ro Me fofefe| enough reason? | 
latte [Mm Mtt] o) oLel-\-Mii me[-)el-lalelel sm (oll] me) cor 


Clivities/tendencies — but, hey sinntover — 


works .. 





SP: If the only incentive a a 
fe folust-mtwm CoMete | (-M lal-Muavelismesivel cote (-] am we 
say that something is wrong somewhere 
.. With Shadow Man, I think we were 
more concerned with what’s going on in 
CE ilelo loli Colakmil-relo Ma itelm-me ce) ile] 
olimel col ito Muliimelitemiroi me Cela -1 le [o Le [me 
player for 70+ hours — how do we make 
micelle lirae alo) Me (om (-mverel cM iit- Mel ce] e) 


out of them? How do we provide a player | 


i iroMe-M ol-Talmlal-limitelcem-reldut-leMerelyi Mela] 
Liut-me Celt ilame Mexelialel(-1(-mlalcctec led iV 

> q oli (-Taler-M ale mere lam el-m-lalfe\-to Mela Mel 
many levels as they want it to? | think 
siatelM@intomeliit-)m cb Me) Mitt Meved (-\-Ja mel celllare| 
Sy atefofo\ VM folamelireMel| Me) minl-M->4el-la(-lalex= 
ate Mimexolilcollac mot melllmels(eldi iam Mail-tel1p 
sy ato fe Col WM Cola mel|c-rele hm (ele) ¢-reMerele) Mii Mm iil-y 
rote) ual (om olele) @mYom isle] Mm(-Malelom (oMe(oMN oly 
make everything else as cool as he is. 


pXotonma dal tome[olui(- Mere lal ol-Me(-1Yelulel-fe Mele 
rot Cok oly AN(-T-1a d=) (ole Me liem<-c(e(-11) m1 1B 
What say you to that? 


C1) bin i" Co) (= We) Me Med cest-m el-1a'(-1-11 4-1 (ele Me late 
Zelda”s Evil Twin, I'd say. 


SP: | wouldn’t complain — in fact, | feel 
quite honored komm el =) compared with 





_ tions are huge, but we’ve 
fee: (o) mo M-Tell Ware l-elfexel(-YeMelare| 
talented bunch of guys on 


GM: How about five English pounds? 


SP: Well, you can "complete it" only by 


CHAPTER EVE a 


Zelda. Though | nolge it’s more Zelda —< 


83 


than Resident Evil . 
Acc: Were there any particularly difficult —. 


challenges creating Shadow Man? If so, , 
ake lm(-1c-mial-\ Ame lite mute) Wmel(oM Voll mel i(-1 a 


come them? 







ce] Hat Vexelarel Mare (-St(eliiile Mute] sola fe] fay 
that are truly three-dimensional to cen- 






timeter accuracy was a definite chal- 
CV ate (Mia dat—mete) Ville Mesmuarelimceli(-xe| 
attempts, many pencils and many, many the 











late nights... 





Acc: How large is the development team? 


GM: All of them are quite slim — I'd have 
Comte Mi lalolmial-molce (=. m el-Terey a is ge os a! 
Simes. 


SP: SE olac-te Mel minllac-t-11m el-to)e)(- mmol] mo) 
iiX-M vale Me) Mm iit-M eo) co) (-YoimutecoMelsSyiailileli-ve| 

everyone in the company ...which totals 
around sixty people ... 


Acc: Of the various versions, 
Vial coda M (etm inl-M anes meliii cere] 
{Kom exele (= Co) melive mia \ Vad 






i 





SP: The PlayStation version 
Soom it=am(-reatlate) (ole (exel Mi laalive ns 


Ti 





the PlayStation team who 
fol | Mel folate MareloMinl-meliliinre(-m 
"If it can be done on any other format, | 
"ere l Melo Mi meolsMint- Md (ehh) (elie) 1 Mayo) 
Cia" Tele Mo RM it(-lirelWMaiollame cellule mela 
TAT atm Coli Coltcwmolcolelcoliliiare m(-ve lity 
all along trying to make their version 
"the" version. 






SIMON PHIPPS 


pNotommm tal-melo[ail-mCwyel (eM Com rel (-My tM rom: i!) 
Kol Ul cw CoM oxol gale) (-1(-Mi CM lal-le-Mela\ mm laversval ina 
Cole fos elo lo) @relale Molle h mela (-Tm (olla: Mere) iie 
fo) (=) (=Xo Mi | mre) slot - Wd 


reaching Shadow Level 9 — which is 95 pm = 
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Dark Souls. But there are a total of 120 
Dark Souls to collect, a whole bunch of 
cyte fj iMaelale Me ier-lareliaMm-lele) Mole jurelelenics 
irom ilire Mmm @ltimelilifetve) ela) mm romc-\u velco mm int= 
player as much as possible, so we’ve 

fo fo} at molU[ my ol-1) mi Comore l(-lmce] minlolmmilel co 
core" gamer who really gets into the 
refoTnaT=-melalo Mm Velaltwmrom->¢e)(ol(-m-wV(-1a "Mey 
Taleqs mol Mime lileme(-1m-\\(-1a dial lale 


yNotomm)itelelo\ Mm loli myc Mm comallimelcoleiilem iia 
fe MotJafolis mm (eli mmelicoleut-rem Comme dil ram cy 
fololaavetivexel|WMUlaliL<-Meyint-1mm exe larete)al(-) mum aile to 
cots, if you will. Is there a unique physics 
Vitel [at=Mmel=tlale Mel eyeli(-tom Comal laird 


SP: Not especially. Though we did spend 
a lot of time tweaking the values we put 
into our game physics. The "weight" really 
comes from the desire to get the "feel" 
ite] s) Mimo) micoleliate Molimaley Mm dicelite me iro h 1A 
is against how strong his jump is. 
Cartoonier games usually have very low 
gravity which gives everything that "float- 
iness" which allows their main characters 
to leap maybe 8-10 times their own 
aT=J(e la) Mm oll Mialer-mu-Mc-me(-Tolllate mT iame! 

MW reyiCe li iivelme|e)el-tolewi-lellCyi(omm (= mul-i-10 
that weight. That said, Shadow Man still 
oxo laMm(=rejomelcolliaromeleloluimiemin-1(-1e- Me C-ai os 
rote || Aw Wwe [c-re]me(-tel Me) Mi lal-mc-h) me) mi Lal 

ma (-\Ce lal Mmorelial-<Micelusm-jarecefo\ mice lim Me lals 
sareli(ols Mem lat-melalinielivolmel Ame voli iam oll iyg 
iiatclimmelalianreiive)atwetwicel me l-Min(-\\acele ls Mm-te) 
iiatelm(=Xeleliateml omc Memc-relMmitelalmerefeliary 

rele Mi aYAme late M-\ =a "me (okouivol | Mislolm(elarets 
impacts through his entire body to reflect 
Ime la merelalilaleroltcy im olelllalelialemelefeliatyy 
iit=mitere) mm (= Mexelatvet(elecyh maglele(-Mla-Me(-lelt 
olsMcomiirel.<(m yirerole) imu Colam col mal cemalt 
environment as much as possible — so 
intel @mul-mel(olaiime|o)el-lel mm comm) ol (Mae (elcel-y-) 
iat=mitele] mm -ebmmiatelmye|(oMmlil- mel lit-)mme(-lellyiela) 
[=m aatete(= mie t-w (om al-\V(-) mere] aalelcolaalty=) 
responsiveness, so that when you press 
jump, he jumps ... 


Acc: The engine that pushes the graphics in 
syatefofon am ifolsmrwmtlal(e(e(-Mmelale MC wale) meme lle ts 
Litelame)mVereieliuimcm itive) @yamolmsitreletanli¢-a 
TateliteMm | diteimelceliileyicremiulcmexecyelimelite 
iireimere\Veliicele[-c-melol-tMinl-malilele loyal (ola) 
engine" have? Please describe. : 


SP: Well, Guy and myself wanted to do 
alt el(e m=) olrome loll iilCesme||(o)i(-ro MUL ce) 
rY-T-W ol(oM-yo)(omi iret Melilo Malte lime l-iceli (re) 
environments, for it to still be technologi- 
rere || Wife fe \folater-fofa'(-Telrmeolit-] mn -we My (ela (cre 
the game and not fo result in a "me too" 
product (which seems to be increasingly 
more common). The decision was there- 
fore made to build our own engine. We 
leferyferel | Warrejme loam Wiis Mint (clerlalrere! 
guys and said, "We want fo see as far as 
Liat=marolardeli mi iislel umole lol lale Mm ol-me]e) (mm ce) 
TCT Mm lit- Me) eo) (lout mols Min(-Mmilelercelimelilem el 
able to seamlessly go between interiors 
rolioM => 4(-1e (ole MumeolaloMlatii-voCemejmceltlelaliale] 
at us (or killing us), they just went, "No 
elo) eo) (Vint Mmme live mel (eM i memmme late Mial-lal (=) el 
Tanledcod lire MimmelaloM inl elco\iialeMimme lice 
improving it. In fact, so much so, that we 
are \(-marelo Mel m(-loClmiMV-Mcow iti (olat Mo) mint— 
Mike/Shadow Man model and two revi- 
sions of the Bayou Paradis — simply 
lol-Xoxe [VEY -W i al-Ma (-Ted slaved role ame le hifolsler-To Eye) 
ro LUifor di mrelatem-Jalele)(-toMUlMmrome(om-yomaglt(erg| 
icelc-Mlatolmm(-marelel Come (om ololol Mellel ol ium 
further. The great thing is that we now 
ro M (= Mola miaiiintelicm dure) wi(-re[e (me) i ial) 

Tate Tiat-mmoreliMmcolifolmimeluremmeleh (oli lela m ce) 
oLUT mo) amy el=reyiitexeii(e)ammelalomel me Manlelaal-lal ic) 
royicer-muloleivolo(-Mimisl-MartoluC-li miele l mye) tile 
one comes up with a neat idea. An 

=) Col satel (-mel-lare Mint-mulre lame (rel male lelel iE) 
on the PC version — we had settled for 
ian) eol(-MmcolelivemjaleleCo CMM iy me mC 
WY(-1-) «Mele lo Memo) il Meo) MeolV ian -Tolilil(ore] me LZ) 
Tere fe l-Tal Mm oleli(-voMinvelmcolelifa(-Melel me) mial=) 
toi melateomelierele(-toMimicel(eli mismo lem Mun 
sure that the VISTA (Virtually Integrated 
Scenic TerrAin) engine will see many 
more improvements over the years and 
products to come. 


ge 


PXotomm Co) iireim celia com) ella Minlomel-vi-1s 
oelame)milom (crelemlfola diate Melamiilime fe luit—e 
Viatejmelom\celemalohU-minMmualliacemetwemcell(o\Wiit) e) 
(besides a vacation)? Another Shadow 
iCoTameColiit=melmellitclc-lalmad elmo) me celuit= 
completely? 


) i lalla) im ol-me fod lare Mi eleled @avel P[-Telel-j[e[-) 
very soon ... | like it there ... 





GM: Another Shadow Man Fein, which 
viii Mel=molatolial-1 may ol-mo) me lolunt-mexolialel(-1i-) hg 

-- not your atelitelel te} arincucing. 
sequel. ~ 


Acc: Were — Hinairy. you would have 
liked to include in Shadow Man but 
couldn’t (i.e. a deathmatch ates (=¥ 
Shadow Man Pong, etc.)? Will you imple- 
in a sequel if there is one? 





Pa (are Los (trol Manlelivete(-to Mm come (-)m-\U-1a a 
thing we set out fo do in Shadow Man — 
which is mainly due to the support we 
had from Acclaim, who allowed us the 
time and resources to get everything in 
there. Certainly there’s stuff that we 
foro] Vi fo alo M {= Milan) olce\’(-1e el amme) aiuate \igol= 

ij at=ve Mm (= alele Marve) c-milit-Mmrome-vollamilalcia 
Come] Ulm (-\\(-) Me) moi it-)(eCey ilo]: MuNME-Tol-) 4 el-loj me, 
Shadow Man Special Edition in 20 years’ 
time with digitally enhanced oI 
effects but no Ewoks! 


GM: Shadow Man Pong may be Tia) e) (= 
mented in the sequel, as might Shadow 
Cola M item (olen rel-meliemJalolo ha (iid (mam me | (Ye) 
like Simes’ idea of Ewoks. Only, dead 
ones ... 


PXovomm' Jiveimerom Cole Mmiilitl a cella -ielevere) ait 
elit arero Mime) arecefey im (olaminrelmcmeral(e le (=) 
Com int-mlaleleCiia wan lm CMmeliC-)arel|Mmels(-me) Mm ia(-¥ 
darkest, most mature games to ever 

rote] sit-MeolliMm-x-) ol-Tel(ol|\"Mi fo) are Mere) al-ye) (=m 
Comment. 


CI eM ialisl @isloim Uline yiretelo iim (ola mi(-ia-) 
olUCyal-to Melo lat-sMellime) Mint-muliet-la me lice 
iitomiit-mel(emmelelo Melo li Mold lo mmm (al 

re fofol ct ty-To Mi CTIUCT aM iat-me fell miitel mare) 

ro} sl= Mare welel (Yom (omelelelc-t\-mel-1(e)(- mm lame 
iceiiui¢-mme late Mm Mm foltiCoM-\V-1 ime loe-tol (ol me lm ce) 
Yo ire MM daCere] MelaleMelaityilomcetjal(e)s mmm baits 
TarelUty ia’ merelimer(-toi(-mtelantinliale mel aiin 
while, not just kiddy games and big boy’s 
toys. We can create a truly mass market, 
interactive artform like no other enter- 
rellalitclalmiacelecyiamerels mem miilial @iileli 
Shadow Man has gone a small way to 
proving that. 


ere || Minlo|m=-1icelamy el l(eMivehy-Meol-\-\a li (elg 
naught. Ill go now. ... 
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ae ‘Here’ s your chance to blather on 
about whatever you'd like. Thank the 
icolatwm cele felemm\felelele, —: Famous last 
words, actually! 


SP: I just hope everyone who cares it has 
fo c-To] Mol foly elite Mm iitoiminl=) me (1m colt 
what they want — be it action, adven- 
iUicemm ollolicoliuume (oliit-) elton am eltrza(-mxe)\Ulile Me) 
reC=Vallile MUL CoM iat-m ole lor Cirela’melile Milli (-y ait le], 
layers we’ve put in there. And also, since 
I’m in this very unique position to do so, 
I'd like to thank the Shadow Man team 
for getting us here. After all there’s about 
70 man-years of work gone into this — 

fofe lait Mme lite Mel huge, vast amount of tech- 
nology, artistry, ideas and solutions — 
everything built up from scratch and — 
brought together in this one game. It’s a 
heck of an achievement. (I'd like to 
thank the team for not killing me too...!) 
PNitoMeolMin(-maty @emyoleiiceliare mil a Mime [MA LiLe | 
an Oscar speech — thanks to the guys 
mei ial-mco) om colmel loi late Miat-mcomuilel Cm lt 
game — the game I’ve always, always 
"ela (-teM Com fold qo] Meo liloMcolmureh lire mle ledg) 
Collismiimimelilem lve icellile mi lelim-it)o) elelamel 
iat=\"ael(oMmmm Vale Me MilalelMinleli) @ellmcome|| mint) 
a me licomirolaciilire me LUM AM Wialodm ale hw of-1-14) 
Ti] e) Lol ailire Mm CMInm leolurediiire Miil-me elit meee 
cuz without them no one would know 
folofeltime yatelefo Mm (oli MiMi Miley m el(ele-Mmelale 


thanks fo all! 
Peace out, etc., etc., etc.! 


C] Me We MIL Com Comintels) @-\(-aelit-melm-Verel(elian 
Studios Teesside for being the best in the 
Vol ito Mmm NaleM-\(-lalfolal-Meolm Vetel(ollism Relivelela) 
for their support — especially LBJ Smith- 
Titel melarem (-to mm UiiiCeCefololiMm eel Gillie B 

P Nilo Mi We Mil (-mcolnce| (Mm inltwe) eo) eleaUlal ii are) | 
thanking Simes for his dress sense, his 

fo (TF o) Mel ic-t ty] ate Mastemere| om (oll malts 
Kolc-lalfelaimreluleliiare mexelanc-eselicelire]| 
ambuscadoes and his unerring, unsur- 
fefetxy-Te Bre] oli Ti sVMolme(-ci(elullive me lolit- Maw le! 
me Mum. I'd like to thank her, too. 
























roLoa Moi (-teM oy ma-telelillite) certain 
points within the game —a — 
"SECRET ACTIVATED" message 
alolUife Mi Colol-Vailrey (lam ismromyeh Mm litell 
you've got it. These secrets 
aren’t stored in your save game, 
olUi mel c-meleuiiVoli-lolicelm'(olli melt) ent 
Tats Coll Melm itm lelulemliciicvelep 3 








ed you can switch them 
start a new game fo see v 
they do. 
Co} me Ms -Tot (=) iore [a of =) switched - 
on at the same time, however. 
The Secrets menu that appears © 
in the main menu (after at least — 
one secret has been found) will © 
: show you what you can Celie 








10. BIG HEAD MODE. 








oe Man a big h lead . 
— ¢4 and.notin the ego- 

~ tistical sense, 

either! In a control room ol=\Vfo) ato Mm lat=) 

Walk Gad lava, drop down the pigs 

itolimexelulceluliive mes oluviltite Mele te (me 

you'll find it as you fall. i 


1. DISCO” 
MODE — 
| PRISON 


‘Marco Cruz 
ma ke-over 





gering 
| Marco’s © 











i ittelamutcreliGmiileimelivetsieteii"(c] came 





Gives Mikea 
5. GIANT sti SON MODE — UNDERCITY 









“wsnd flashing d © lights wherever you 


go. You’ll unlock this swingin’ secret 


_ inside the midi e shower cubicle. 


2. FLAME 
(eo) \ mie) >) 
— GAD 
TEMPLE #1 
Makes our 
favorite 

A" (ofete fofe) 

| hero look 
_ | more like 
| the Human 





Torch ... in order to get Shadow Man to 
- "Flame On!", go all the way through 
iial-Mmitelitlel-lolmunter4-Mmelivelg (tty mel-jielc-) 
Liit-m ol(e\V-) mel co) ol-melelo @inifomiit-melle 

rod aTolaniol-tmexelaicoliniiate mint-mdlefelticel 
switch, you should find this spicy 
secret. Caliente! 


x od FeO) 0] WO) B) 
— LONDON 
_| UNDERGROUND 
| Activate that 
| authentic London 
ele CoM uate (moltls 
fefoT unto Cole) uted i=) 
like = fo} mol Ts competitors .. 
O000o0000000h!! You'll find this 
potentially gross secret inside the | 
women’s toilets. 





ra oto)" /12) Me) (0) 
MODE — TENEMENT 
Giant clown feet ... 
why not? You'll find 
ilemilehocerelictemcelelie 
cation across the 
“ two-block wide col- 
lapsing floor on the corner of the corridor. 








comedy Stetson . .. for no 






pa die wrens cartridges ture 
heads. While this se 
fo] ove) Fic) hy bizarre, ie 













woman, too! Find re gend 
rity: nd secret in the dark maze with flambeau 
the left-har doors in — smack bang in or center 







¢ freebie cit the fourth ixeyaan left BT 
Extend Altar in the Sega of Life. 






12. PLAY AS DEADWING — GAD TEMPLE #3 

Pushing softskin to the limit ... if you’ve 

ever felt the need to have leathery 

A late Fife Lalo Me Me [olole More ly- mo) mice] e)(-\-mme |=) 

Me icominolmiirelimelolalicmcclolaimc-telelit-ye| 
from the platform knocked down by | 
_the big hammer, and scoop yas ai 

: at little tidbit. sr 














| 13. PLAY 
|AS DOG 
| — NIGHT 
SN 

| Now 
you’re 
really 
taking 
the bis- 
cuit — 
Nettie/ Mike conver- 


















become George Acleetiakiyet yi UFOs 
folate Mm iat-m P-Veleolylel-)e- rel (-Meli Mme Manley c=) 
ro T(=Vale Cole) em Cole Milne MinCMmibliblatyices 
Toi) ola} late Mi tal-we-yatelelo) Mm K-\)(-) Mk!) 
Coffin Gate — get all 120 Dark-Souls 
for this treat. 3 





















| — GAD TEMPLE #2 | ash slab in the churchyard. 
| Whatit says... 3 
_ | who need Lara 7 
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Dave De Pauw 
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Programming > 
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Andy Wright 
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Patrick Ward 
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e Artists 
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Ike: Travis 
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Corey Johnson 
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PXeLeliiveyare| Mm Le) (ex=s3 
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Heather Calder 

Paul Docherty 

Lisa Haywood ei 
Tim Haywood 


_ Andrew Wright 


Producer 


( SLUMIHEO AMS oF 


UE tT [fo] Production 
Rick Fox 
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~ Game Testers 


Jonny Heckley 
Stephen Murphy 
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Andy Roberts 
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Human Resources 


Manager 
Roz Henderson 
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Frank Tindle 
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Guy Miller 


Director of Product 
Development | 
Jason Falcus  — 


ACCLAIM 
ENTERTAINMENT (UK) 


PR Manager 
Simon Smith-Wright 
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Manager 
Ned Browning 
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Simon Downing 


European Product 
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Harvey Elliot 


Product Researcher 
Alex Ward 
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ENTERTAINMENT (US) 
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Shawn David Rosen 
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Quality Assurance 


a _Jeff Rosa 
| Dale Taylor 


_ Senior Lead Analysts 
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Mike Patterson 
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Brian Reg Harry Reimer 
_ Mark Garone_ Mike Sterzel 
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Don Jackson | 
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Jim Sewell 


Public Relations 
Jason Moore 
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Consumer Services 
Jason Brown 
Danny Decarolis 
Jack Scalici — 
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Jack Shen 
Brennen Vega 
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Dave Wolowitz 
pervisors Diana Wu 


s(=YealalCore| JU) e) elo) gmCi colt ome 
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Kevin Denehy 
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Paul Johnson > 
Jen Simone 
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From the minds behind TUROK, 
comes the next great Acclaim 
Comics property, brought 
to life in this mission-based, 
Ist-person shooter. 





STORYLINE 


The Armorines are a highly specialized group of military troubleshoot- 
ers equipped with sophisticated gadget-laden combat suits which allows 
them fight in otherwise deadly situations. They have been called upon to 
defend the earth against an invasion of horrifying alien bugs. This is not 


just a world war, this is a fight for the very survival of mankind. 


GAME FEATURES 


Mission-based Co-operative Gameplay-fight through the bug invasion 
with the help of a friend. 


2-4 Player Deathmatch, including Standard Deathmatch, Deathmatch with 
bugs, King of the Hill, and Bomb Tag modes. 


18 Missions spanning 5 totally unique environments, including 
the Siberian Tundra, African Jungle, Himalayan Volcanos, Egyptian Pyramids, and 
the Alien Hives. 


Over 30 incredibly realistic soft-skinned insect enemies with 
bulging body parts and diabolical Al. 


5 Unique weapons plus Special Ops items, including mines, thumpers, 
sniper and IR goggles. Special weapons can be upgraded multiple times for greater 
fire power. 


Play on foot or jump into vehicles to command “gunner” positions 
for precision aiming. 


Highly accurate collision detection — target specific areas of 
an enemy’s body. 


Computer controlled marines help you take on swarms of bugs to 
successfully complete the most difficult missions. 


www.armorines.net 


] , 
For PlayStation®, Nintendo® 64 
and Game Boy® Color. cim 


Semermes: Project Swarm” and Acclaim® ©1999 Acclaim Entertainment, Inc. All Rights Reserved. Developed by Acclaim Studios London. All Rights Reserved. Marketed by Acclaim. Distributed by Acclaim Distribution, Inc., One Acclaim Plaza, 
Gee Gove NY 11542-2777. Nintendo 64, Game Boy, Game Boy Color, and the 3-D "N" Logo are Trademarks of Nintendo of America Inc. © 1996 Nintendo of America Inc. Licensed by Sony Computer Entertainment America for use with the 
igySteler Game console. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
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UG RAGE WARS@1999 Acclaim Entertainment, Inc. All rights reserved. TUROK: ® & © 1998, GBPC, a subsidiary of Golden Books Family Entertainment. All rights reserved. All other characters herein and the distinct Whenesses he=et a= 
(\®aittmerks of Acclaim Comics Inc. All rights reserved. NINTENDO 64 AND THE 3-D "N" LOGO ARE TRADEMARKS OF NINTENDO OF AMERICA INC. © 1996 NINTENDO OF AMERICA INC. 


Muiti-Piayer 
DEATHMATCH 
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STORYLINE 


SINCE THE DAWN OF TIME, TUROK HAS MAINTAINED THE BALANCE 
BETWEEN GOOD AND EVIL BY CONTROLLING THE “LIGHT BURDEN”, 
A SAGRED VESSEL THAT CONTAINS THE POWER OF GREATION. 
FIERCE BATTLES ARE WAGED IN AN EFFORT TO WREST CONTROL 
OF THE LIGHT BURDEN FROM TUROK, AND PLUNGE THE LOST 
LAND INTO DARKNESS. 


YOU ARE TUROK. NOW YOU MUST PROVE YOURSELF WORTHY TO 
WIELD THE LIGHT BURDEN. YOU MUST RELIVE THE CHALLENGE 
OF YOUR ANCESTORS AND SURVIVE THE RAGE WARS... 


AN | ie oe A) 8d 


FIGHT IN ANY OF 6 DIFFERENT GAME MODES INCLUDING 
MISSION-BASED CO-OPERATIVE MODE, MULTI-PLAYER, TIME 
TRIAL, FRAG FEST, MISSION-BASED SINGLE-PLAYER, AND 
MINI-GAMES. 


CHOOSE FROM SEVERAL MULTIT PLAYER GAME STYLES 
INCLUDING BLOODLUST, TEAM BLOODLUST, FRAG TAG AND 
CAPTURE THE FLAG. 


16 WICKED WEAPONS, EACH WITH A SECONDARY FIRE 
FUNCTION, INCLUDING THE WAR GLUB, SCORPION LAUNCHER, 
FREEZE GUN, EMACIATOR, INFLATOR AND CHESTBURSTER. 


PICKUP ANY OF 13 SPECIAL ABILITIES TO USE ON 
COMBATANTS, INCLUDING INVISIBLITY, STONE SKIN AND 
FORCE EMPATHY. 


36 MULIT PLAYER LEVELS PROVIDE UNLIMITED 
GAMEPLAY OPTIONS. 


FACE UNIQUE CHALLENGES WITH EACH 
CHARACTER——EAGH TIME YOU PLAY THROUGH A 
MISSION WITH A DIFFERENT CHARACTER, NEW 
LEVELS OPEN. 





VICTORY CINEMAS ARE YOUR REWARD FOR 
SUCCCESSFULLY FIGHTING WITH A CHARACTER 
OR COMPLETING A MISSION. 
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® Clearly illustrated wallhraehs and 
highly detailed maps-on all 
the levels of this vnidiely 
rerrifyin Eg! | 








t Exdosive secrets, tips and 
Strategies from Acclaim's game 
development team and — 
testers = straight from the | 
sinister source! 











® in-depth profiles on 
Shadow Man's roster of | 
nightmarish enemies! 





t Designs and illustrations from \// 
the morbid minds of Shadow 
Man's conceptual artists 
~ pure psycho-horror! 





f A complete listing of & . fy 

Shadow Man's Voodoo- i 

powered abilities and 
soul-wasting weapons! ~ 


Suggested Retail Price 
$12.99 U.S./$18.99 CAN 
ISBN 1-57840-987-X 
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ISBN: 1-57840-987-X 





TWO WORLDS, ONE MAN en 
TWO IDENTITIES, ONE PURPOSE a Ue 


WWW.ACCLAIM.NET 





